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In the Third Age, when Gandalf and Aragorn rallied the leaders of the 
West against 5auron and his countless nninions, the valiant connnnon folk 
persevered against the darkness for the love of the life they knew so well. 
One hunnble hobbit, Trodo Baggins, assunned the burden of the One Ring 
and began a dangerous quest to destroy the powerful artifact in the fires of 
Mount Doonn. 

how it is your tinne. You have been trained in ways of Warrior, Bcout, Mage, 
and Archer. You too will become a part of the pivotal battles to save or 
damn the fate of Middle-earth, hrom the stone walls of helm's Deep to the 
footsteps of the Black Gate and back again to the rolling fields of the Bhire, 
you'll embark on a journey for either the Tree Peoples or Bauron himself, 
your adventures entwined with the Rlngbearer's desperate Journey. 

Will you conquer or fall? As Gandalf once did in the libraries of Minas Tirith, 
to know the One Ring and all that encompasses its fate, you must study 
the many truths found in the wisdom of others. Por all there is to know on 
The Lord of the flings: Conquest, flip through the pages of this very tome. 



I 



Characters and Classes 


Want to know how to play each of the four classes: Archer, Mage, Bcout, and Warrior? It's all here, plus advanced tactics, 
cooperative piay suggestions, stats on aii the Heroes (from Gandaif and Aragorn to the Mouth of Bauron and the Witch-king), 
and even enemy rankings. 
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War of the Ring 

Your quest to defeat 5auron starts here. 

Defend against the Ore invasion at Heim's 
Deep, march with the Ents against Isengard, 
wander through the Mines of Moria and battie 
the fearsome Balrog, and even face off against 
deadiy Trolis and Eeil Beasts in Osgiiiath. And 
that's oniy haif the chaiienges. The other 
chaiienges include safeguarding Minas Tirith, 
taking the fight to the enemy on the Eieids of 
Pelennor, raiding the unhoiy Minas Morgui, and 
holding out against the worst Bauron has to command at the BiacK Gate of Mordor. if you can do aii that, and Erodo compietes 
his task to destroy the One Bing at Mount Doom, the Eree Peoples of Middle-earth will forever praise your name. 


Achievements and Trophies 

How many cooi uniocks can you open? Check out the compiete iist here. You might 
know there's an achievement or trophy for compieting each ievei in "War of the 
Ring" and "Rise of Bauron," but did you know there are aiso rewards for siaying an 
Oiiphaunt, defeating Hazgui as Aragorn, and being snatched by a Eeii Beast? 


Rise of Sauron 


Instant Action 


Muitipiayer comes in four types to chailenge your head-to-head skiiis: Capture the 
Ring, Conquest, Hero Team Deathmatch, and reguiar Team Deathmatch. Each detaiied 
section shows ali the key map iocations for each battieground, pius tips on the best 
strategies for each scenario. 


Your quest to destroy the Eree Peopies of 
Middle-earth starts here. Help Bauron regain the 
One Ring at Mount Doom, invade Osgiiiath to 
set up another staging ground, sack Minas Tirith 
and demoralize its scum, resurrect a new Balrog 
to defeat the troublesome Men and Dwarves 
squatting on Moria, assault Weathertop, crush 
Rivendell, and then raze the Bhire so it's a 
blackened char of a land. All that will make your 
master, Bauron, very pleased. 
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Controller Commands 


You can enjoy The Lord of the flings: Conquest on nnany different systenns. Of course, button connnnands on the systenns vary, so here 
are charts for the Xbox 360 and PLAYSTATION 3. Please refer to the PC ganne nnanual for PC controls. 
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Svpertdeadly Legolas has The saihe QyivEi^EULL oe TrIcks 
That The Archeb^has ahd Theh soihe. His draw ahd 

RELEASE is mUCH QUiCKEIVTHAn THE AVERAGE Ab^HER^ 
ALLOwinG Him To RAPio-EiRE on ore TaraeT ob^several. 
WiTH ADDED health, HiS mELEE GOmBAT SKjLLS CAR PUT 
Orc Warriors To shame, ard aryohe ThaT car Take 
D own GiART OLiPHAUnTS SinGLE-HARDEDLY DESERVES 
HiGH PRAISE iRDEED. 

' 


WEAPons 


Legolas also has a hidden special 
ability. Hold down his Kick button 
for two seconds, then — ^while still 
holding it down — press Jump. 


• LonG Bow OE Galadriel 

<>c<xxxx>x><x><>oooo<xx><><x><>o<c><x><^^ 

Special AfiiLitiES 

• niULTi-ARROW 

• Poison Arrow 

• FiRE Arrow 


❖ 


You can't say you didn't adnnire Legolas in the nnovies. The speed at which he twangs that 
bow and takes down Ores is innpressive, not to nnention his ability to clinnb up the back of 
an Oliphaunt. 


tbe Basics 
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Offense 


Defense 


You can do everything Legolas did — even play Legolas in the ganne — and then some. Your 
quiver has some extra special arrows in it. Tire Arrows deal with groups, Hulti-Arrow strikes up 
to three foes simultaneously, and Poison Arrow slows and weakens opponents. With all that 
firepower and range, you can become the top assassin out on the battlefield. 


• Always think long range 
first. You have a Kick melee 
attack for when foes close 
in on you, but it's only an 
emergency move; your bow 
is definitely the best option. 

• As an Archer, keep your 
distance from melee units 
by firing Poison Arrows to 
slow them or knocking them down with a Fire Arrow or Kick. 

• As the Archer, you can shoot farther than anyone. If you can see 
them, you can usually hit them. 

• Practice your Zoom. If you have the time, it's always easier to line 
up a target with a close-up view. 

• The Archer can one-shot kill enemies even better than the bcout! 

A 5cout has to position himself behind a foe for a Backstab, but the 
Archer only has to line up a headshot. 

• Look for sniper points up on high. Prom above, you can survey the 
battle, usually out of harm's way, and home in on your next victim. 


You do not have 
a healing ability. 

Look for enemies 
to drop Plealth Orbs 
and pick them up 
to stay alive. 

5tay in the rear. If 
you find yourself 
leading the charge 
ahead of your allies, you are in the wrong position. 

Blide into the protective Shield of a fellow Plage if you're 
under assault from return fire, or seek out a Warrior if you 
need a bodyguard for some upcoming melee encounters. 

Never stay in one spot too long. Pven a great sniper spot 
will be discovered by an enemy Scout eventually. 

Seek attack positions near cover. You never want to be 
caught out in the open with enemy Warriors closing down. 




DESCFjption 
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Characters Classes 






Lurtz's arrows can pass through 
multiple enemies, so line them up 
and wipe them out! 


Special AniLitiES 

• niULTi-ARRpW 

• Poison Arrpw 

• Fire Arrow 


• After hitting the ground, 
you can press any 
direction on the Controi Stick to roii. During your roii, you wiii 
be invincibie to nneiee attack. Aiternateiy, pressing Junnp wiii 
aiiow you to get up more quickiy than normai. 

• Whiie on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

• if you miss all of these, there is a built-in safeguard to give 
you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance 
to counterattack. 


• With good timing, you can press the Jump button right as your 
character hits the floor to perform a tech roll. This maneuver 
will allow you to get back on your feet quickly, ready to resume 
the fight, if you miss the tech roll opportunity, you will be 
vulnerable to attack for a small period of time before you can 
do anything else. 

• Shorten the period of time you are stunned from certain 
enemy attacks by rapidly hitting buttons. Only certain buttons 
work against certain attacks, so be sure to experiment. 


Evading and Recovery 


• 5tay in the rear, 
especially if you have 
allies that can charge 
into melee combat. 

Your best evasion is to 
not get hit at all. 

• Circle the perimeter of 
a fight and keep your 
eyes on the primary 
threats. Do not stop 
moving unless you find 
a great cover spot or sniping position that you're sure is safe 
for at least a few seconds. 


Knockdown 


When knocked down 
from an attack, the last 
thing you want to do is lie 
helplessly on the ground. 
There are many ways to 
avoid being pummeled 
while on the ground: 


DESCFjption 

tHE EORCES OE SAVRpn HAVE OHE ArCHER^H ER p: 
LvrJZ. BvILT like a BODYBVILDER^On ISEHOARP 
sTerpids, LvRtz CAR KILL wiTh iniPvniTY. His 

SPECIAL ARROWS ARE ITIORE POWERfVL THAH AHY 

OTHEICArCHEICs, which iTlEAnS he'll vsvally 
DROP EHElTliES IH OHE OP^TWO HITS. If EHElTliES 
Don't DIE imillEDiATELY, LvrJz's special arrows 
ALSO KROCK^DOwn TaroeTs EOICSOITIE added 
DEEERSE, All The sTardard coirbaT PR^cTicES 
OE The Archeicare mAcniEiED wiTh The itiasTeio 
BOWITIAR OE The IJRIJKrHAi. 


I 
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When the Poison Arrow 
hits, it detonates into a 
cioud of green gas. Any 
enenny caught in the gas 
suffers dannage over tinne 
and siows to a crawi. 

You can siow the enenny 
charge by firing into the 
midst of a iarge group, 
which wiii buy you time to 
escape, capture a point, 

or aiiow your aiiies to catch up with fleeing enemies. 


The Archer's eyes are the 
sharpest around. With 
Zoom, you see three or 
I four times farther than 
normai eyesight. You can 
scout areas with Zoom, 
focus on enemies to draw 
better aim, and go for the 
aii-important headshot. 

Oniy Zoom when you have 
the time because you iose 

peripherai vision and won't see enemies drawing near. 




The Archefccah strike his vicTims wiThovT Their evei^ 

EVER SEEIHG Him. HlS R^nOE IS THE BEST IH THE GAME, 

AHD HE HAS THREE SPECiAL ARROWS TO TAKE ADVAHTAGE 
OE mAHY siTuATions. Fire Arrow wiLL be YOVR^PRimApy 
attack, as iT deals The raosT DAmAGE ahd khocks 
EHE miES OEE Their^eeeT. AlTeriiaTe This wiTh nivLTi- 
Arrow To gvT grovps oe eoes. Poison Arrow car be a 
great DEEEnsivE wEAPon To SLOW EnEmiES op^CAusE Them 
somE extra pair wher yovb^oThep^arrows are ovT. 


DiSADVAntAGES 

• no HEALinG Ability 

• WEAICrilELEE ABILiTlES 


So LORG AS YOU KEEP YOUR^DISTAnCE, EnEmiES WOR'T BE 
A Threat. You car usually see The EnEmY rarged lire 

BEEORE iT DEALS SicniEiCAnT DAmAGE, BUT mELEE ATTACKS 
WiLL CUT YOU To PiECES. WiTH UO HATURAL HEALinG, YOU 
musT RELY on Health Orbs ERom EREmiES To suRyivE op^ 
SEEICOUT a ERIEnDLY ITIaGE. 













note 


Each class has unique strengths. Refer to the walkthrough chapters, 
"War of the Ring" and "Rise of Sauron," for recommendations on 
which class is best suited for each level objective. 


^ Co-op TEAffls 


ARCHER^AnD ARf:HER^ 

Doubly deadly aT RAnoE, Two Arohers cah picieoEE eoes beeore ^ 
They cah close ahd do ahy harri. While ohe arris a Fire Arrqw « 

To REPEL OPPOHEHTS, THE SECOHD CAH HlT THE SARIE GROUP WITH A ^ 

c 

Poison Arrow To prevehT Theri erori RECOVERino, oighe car hiT a | 
HEW GROUP To SLOW THERI. WhEH THE Ar^HEP^ CORIBinE wiTH UlULTi- I 

Arrow, hale a dozer eoes go Down. < 

I 

ARCHER^AnO Scovt 

This is noT The best of PAiRinGS because The ScouT reeds To Cloaic 

ARD SnEAICUP BEHinD EOES TO BE EEEECTiVE. By RECESSiTY, iE THE 

Archer^warTs To sTay close, he micHT be drawh closer^To a EionT 
Thar he would rorrially LiKE. The Ar^heigcar kjll muLTiPLE 
EOES QuicKLY, Though, ahd The Scout's BacksTab car drop sinoLE 
Targets ThaT prpve DiEEicuLT eoigThe Archeig(such as a SniELDED 
EHERIY ITIaGe). 

ARCHER^AnD WaRRJOIC 

BaLARCED EOIGRARGED ARD RIELEE CORIBAT, THE ArCHER^ARD WaRRIOIG 

WORK WELL in Tarderi. WniLE The Archeigloves To destroy Targets 
aT rarge. The WARRioiGDisPATcHES Those ThaT riahage To geT close. 
The Archer^cah hurt oigslay eheriy rarged aTTackers beeore They 

CAR DEAL DAIRAGE (a WEAKRESS in THE WaRRIOrIs BATTLE PLAr). 




vf :T ^ 

% ac - ■ ■ 
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Best Co-op PAiRjnG: 
ARCHEicAnD Mage 

The Archeigadds riore rarge To The aTTack 
PLA n, WHiLE The IHage adds riore area- 
eeeecT dariage. The besT parT? The IHage car 
protect The ARCHEiGwiTn a SniELD; wheh 
The ereriy ouThuribers you. The Archer^ho 
LO nGEIGHAS To SUEEEIGSEVERE COUHTERATTACKS. 


• You can cancel a Poison 
or Fire Arrow without 
firing it by pressing the 
sanne button you used 
to ready it. 

• Archers can score 
headshots while 
using the zoonned-in 
viewpoint. The arrows 
will also travel faster, 
straighter, and do 
nnore dannage in general. The dannage bonus for a headshot 
is significant, so practice! This is especially useful when 
combined with Fire Arrows. 


• Poison Arrows will slow 
down enemies, and 
the effect lasts longer 
if you score a direct 
hit. Pin down enemies 
with poison and then 
finish them off with 
headshots. 


• In addition to the 
obvious fire effects. 

Fire Arrow also Knocks 
people off their feet. Use this in close-range fighting to give 
yourself some breathing room or use them to repel foes off 
bridges and ledges to their deaths. 


Kick may not be 
great for damage, 
but it gives you what 
an Archer needs 
most — more space! 

With skill, after a Kick 
you can hit downed 
enemies with arrows 
for extra damage they 
can't avoid. 

The Archer's arrows will still do damage to blocking enemies. 

5ave your Multi-Arrow 
for enemy groups, 
particularly ones that 
may be charging at you. 

You can use Zoom to 
recon an area. It's much 
easier to see enemy 
units at a distance, and 
you may be able to read 
their class designation 
above their heads. 
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Admit it. You've aiways harbored a desire to iead the Teiiowship, if you were ever given the 
chance. Other than playing heroes like Qandalf, the Mage is the closest you'll come to packing 
the power of Middle-earth's wizards. As the Mage, you are a long-range bomber who can deal 
with large crowds with a single Tire Wall or Lightning blast. You're also a great support class with a 
heal ability to regain health for your allies and a Shield to cancel enemy ranged attacks. You are 
not, however, made of the sterner stuff of Warriors and shouldn't just charge headlong into every 
combat situation. 


the Basics 

Offense 


<>o<x><>oo<xx><xxx>o<xx><xxxxx><xxxxxxxxxx><xxx><x><><x><>o<>o<xx>c><x>o<>o<x>o<>o<>oo<>oo<><x><><><x>^ 


• Certain attacks cannot 
be interrupted by 
enemy attacks, such as 
the Mage's Shockwave. 

These moves are 
generally slower, but 
inflict heavy damage, 
however, they are also 
slow to recover if you 
miss, providing the 
enemy a chance to 

counterattack. Experiment to find more, as these attacks can 
quickly turn the tide of battle when used properly. 

• Many moves can be extended by hitting the button repeatedly. 

• Think long-range first. The Mage works best when he picks off 
targets before they reach melee distance. 

• Generally, hit a group of enemies with Eire Wall first. Next, 
charge up your Lightning and fry the closest remaining target. 

• As a last resort, use Bash Attack for some melee blows. It also 
helps to power up your energy when it becomes depleted. 


I Defense 


Use Shockwave to 
repel any enemies that 
manage to surround 
you. If you're feeling 
daring, you also can 
wade into enemy 
groups and scatter 
them with a Shockwave 
blast. 

Shield can protect you 
from enemy ranged 

attacks. You can walk with Shield up, but you cannot attack (or 
recharge abilities) so use it only in situations where the enemy 
attack is overwhelming or when you need to slowly close on a 
better position. 

Your Meal can keep you in any fight. Whenever you have less 
than 7S percent of your health, activate Meal. Trigger it often to 
stay at maximum health, and dance around avoiding combat if 
you need to use it multiple times to climb back to full. 


DESCFjption 

rHiDDLE-EARjH'S GREATEST WIZARD, GaADALE, IRATCHES UP WELL AGAIHST 
ARY OF SAURpn'S EOES. YoU SHALL IloT PaSS! DESTRG>YS EHEmiES HEXT TO 
Him, WHILE LiGHTninG ahd CLEAnsinG FIre burii Them aT rahge. In 
CLOSE comBAt, Gardale cuts Through eoes BETTEicTHAn you'd 
expect wiTh his TrusTy GLAmDRinG in hard. All Tnis poweig 
comES in a ER^mE ThaT car hardle loTs of DAmAGE. Ever iE 
The eorces of EviL mAnAGE To hurt Him, Gardale is ohly ore 
HEAL inG WisDom away ERom RETuRninc To lull health. 


WEAPons 

• GLAmDRinG 

• LiGHTninG 

<><>o<><x><xxx><><c><><xx>o<x><^ 

SPEciAL AeiLitiES 

• HEALinG WisDom 

• You Shall HoT Pass! 
GLEARSinG FiRE 


Gandalf is better than Saruman at dealing 
with groups of enemies. His Cleansing Fire 
is very wide, and his Lightning spreads to 
many foes, charged or not. However, his 
attacks deal less damage to each target. 




cm 
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Characters Classes 


Knockdown 


i Evading and Recovery 


When Knocked down 
fronn an attack, the last 
thing you want to do is lie 
on the ground helpless. 

There are nnany ways to 
avoid being punnnneled 
while on the ground: 

• After hitting the ground, 
you can press any 
direction on the Control 
Stick to roll. During 
your roll, you will be invincible to nnelee attacks. Alternately, 
pressing Junnp will allow you to get up nnore quickly than 
nornnal. 



• Stay in the rear, 
especially if you have 
allies that can charge 
into nnelee connbat. 
Your best evasion is to 
not get hit at all. 

• Mages gain energy 
slowly over time. If 
you're in danger, try 
evading or shielding 
yourself until you have 
enough energy to even 



the odds. 


h- 

■! 
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While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

If you miss all of these, there is a built-in safeguard to give 
you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance to 
counterattack. 

With good timing, you can press the Jump button right as your 
character hits the floor to perform a tech roll. This maneuver 
will allow you to get back on your feet quickly, ready to resume 
the fight. If you miss the tech roll opportunity, you will be 
vulnerable to attack for a small period of time before you can 
do anything else. 

Shorten the period of time you are stunned from certain 
enemy attacks by rapidly hitting buttons. Only certain buttons 
work against certain attacks, so be sure to experiment. 


DESCFjption 

SARVmAn RESEmBLES GaRDALE WITH ore mAjOB^ 
dIeeererce: He has The poTerTial To deal 

mORE DAMAGE. WHERE GaRDALE ARD IHaGES 
IR GERERAL GAR HARM MVETIPLE POES WITH 
THEiP^AREA-EPPECT PLAfflES, SaRVMAR'S FiRE 

Ball has a TiGHTEB^piRiRG arc ard ervpTs 

POR^fflORE DAMAGE IP YOV STrIkE YOVR^ 

Target. His Isergard Blast matches 
Gardalp's Yov Shall HoT Pass! ability, 

ARD WHER HE LOSES HEALTH, A HeAL CAR 
BRIRG HiM BACKUP TO PVLL. AlSO, IP HE 
PERFO^S" MELEE ATTACKS ARD LAVRCHES A 
Fire bIll, iT wiLL TaroeT The persor he 
WAS aTTackirg. 


r 


WEAPons 

staff 

LighTrirg 


Saruman is very powerful against single enemies. He has a 
high-damage Fire Ball and his Lightning does much more 
damage to one target when charged. ' 


Special ABiLitiES 

• Heal 

• isERGARD Blast 

• Fire Ball 
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DESCFjption 

The HIouTh of Savroh is not like 
oTheb^ITIages* His ihelee attacks are 

VniQUE, AHD His BARi^D-DVR^FURY iS 
actually a powerful staff COmBO. 

CaTch a foe wiTH The full BRynT of 

BARiiD-DUR^FURy AHD EVER CAPTAinS 
WiLL FALL. Of course, he STiLL HAS 
The advaTiTage of oTheb^ITIages wiTn 
A FiRp'WALL That cah harri rauLTiPLE 
EHEffliES at OnCE, AHD A HeAL THAT CAH RETURII 
Him To FULL STREHGTH ever iF HE DECiDES TO 


mOVtH OF i 
SAVRpn ^ 


Weapohs 

staff 

LicHTninc 


SPEciAL AfiiLitiES 

• Heal 

• Barad-dur^Fury 
F iRE Wall 


CHARGE inTo The raiosT of heaTed coribaT. 


The Mouth of Sauron's fully charged Lightning attack deals a 
small amount of damage to the first target and then increases 
damage to each enemy it arcs. Use it against a group for 
maximum damage! 


special attacks 


<xxx><xxxxxxxx><x><xxxxxxxx><>o<><><xx>oo<>o<xxxxxxxx><>o<xxx>o<><>o<xxxx>o<x><x> 


Fire Wall 


Lightning 


Your fire attack can do a 
crazy annount of dannage! 

Ainn for your prinnary foe 
to strike for nriaxinnunn 
dannage, then let the Fire 
Wall fan out in a snnall 
circle for several seconds 
as it deals more damage 
to any enemies caught 

in the flames. While you wait for it to recharge, lash out at foes 
with Lightning, but be sure to throw another Fire Wall as soon as 
it's available. 


Whenever Fire Wall isn't 
ready, you should use 
Lightning attacks. The 
electricity arcs from your 
primary target to other 
nearby foes, so it's yet 
another way the Hage 
has to deal with multiple 
threats at once. It takes a 
few seconds to fully charge; wait for your hand to pull back behind 
your head before firing. 


J Heal 


Shield 


Hages are the only class 
to heal up quickly on their 
own. It's tremendously 
useful; with a bit of fancy 
footwork, no fight is out of 
reach, as you can dance 
around, Fleal, deal some 
more damage, avoid 
damage, Fleal, etc. Fleal “ ^ ' 

also can affect nearby allies if they are close 


This defensive bubble 
protects against all ranged 
attacks. It covers you and 
a short radius around you, 
so it's possible to include 
allies in the protection. 

You cannot attack while 
defending with Shield. 
Generally, it's best to go 
on the attack and take out 


foes before they can gather numbers; however, when barraged 
and you want to seek better cover, the Shield works wonders. 


Tidjoclg-Ta cm ^ 









Shockwave 

As the name implies, this attach blasts foes backward from the point of contact. 51am your 5taff 
down on the ground in front of you to disrupt enemy groups and set up your fire or lightning 
follow-up attacks. 5hockwave does impressive damage; it will take out Grunts with a single blast 
and stun even tougher foes. 


I 




Pros ^ Cons 


ADVAntAGES 

• Lono-RAnoE Attacks 

• Area-effecT Fire Dariage 

• HEALinG 

The niAGE PunisHES EHEmiES aT rahge. YouigPire Wall 
ATTACK^BEGIHS as a fireball, WHiCH YOU CAR HURFLE AT 
A FOE FOR^BIG DAHIAGE, THEH BURTI ALL EnEHIIES ARpUHD 

The FiRsT vicTim foigserIous dariage oveigThe hexT 

FEW SECOHDS, GeHERALLY, WEAKFIGEnERliES WILL FALL 

FRpRi The Fire Wall dariage; if noT, follow up wiTh 
youigraaged LiGHTninG strikes To blast The closest 

OHES OR^HARIRIEIGTHE BEST OF THERI TO THEIIGKnEES wITH 

ahoThep^area-effecT attack, Shockwave. Should you 
Take dariage yourself, you ar^ The ohly class wiTh 
The ABiLiTY To heal QuicKLY. 


DiSADVAntAGES 

• Low Health 

• WEAICniELEE ABILiTlES 


Although The IHage delivers excellehT dariage frpri 

AFAR,, YOU DOn’T HAVE THE RIELEE SKILLS TO GO TOE TO TOE 
wiTh riahy EHERiiES. Eveh wop^e, youp^low healTh RIEAHS 
YOU CAH DIE QUIGKLY IH A EIGHT IF YOU AREH'T CAREFUL. 

Keep ouT of The eheriy Throhg op^you riay noT be able To 
capitalize on youigadvahTages verv ofTeh. 


aooaQceo tactics 


<xx>oo<x>ooo<xxxxx>c>oooooo<c>oo<xxxxxxxxx>oo<x>ooooooooo<xx>oooooo 


After you've learned the basics of offense and defense, it's time to master the subtleties of your class, here are some advanced tips that 
you may not discover on first glance at the class. 



• The Hage's Lightning will slow down any enemies hit by 
it, allowing you to catch up slightly. When fully charged, 
it will briefly stop an opponent in his tracks and arc to 
nearby enemies. 


• Fire Wall is more than just an effective way to deal with groups 
of enemies. The Fire Wall projectile itself will deal a large 
amount of damage if you land a direct hit, so aim well. 
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Shockwave is the 
Mage's crowd-clearing 
nnove. Tronn the 
nnoment you begin, it 
cannot be interrupted 
until after it hits. 

Tollow up a successful 
Shockwave with a 
Tire Wall and there is 
nothing your wounded 
foes can do to escape! 

Layer on sonne Lightning afterward, and even Warriors will fall. 







' The defensive Shield 
deflects all projectiles 
fronn the outside: 
arrows, bonnbs, axes. 

Lightning, and Tire Wall 
shots (all before they 
erupt, of course). It's 
extrennely useful for 
protecting a group of 
teannnnates; however, 
while the Shield is up, 

your abilities will not autonnatically refill. Be wary — you are still 
vulnerable to nnelee attacks. Scout Backstabs, and projectiles 
fronn enennies within your Shield. 




You nnight also want to throw up a defensive Tire Wall in a high- 
traffic area, such as a bottleneck or flag circle, to nnaxinnize 
dannage. Drop any enennies still standing with Lightning strikes. 


Don't forget you also 
have Melee Attacks! 
Although they deal very 
little dannage, hitting an 
enenny with the Mage's 
nnelee connbo is still an 
effective defense, and 
it will refill your nnagic 
abilities very quickly. 



note 


Each class has unique strengths. Refer to the walkthrough 
chapters "War of the Ring" and "Rise of Sauron" for 
recommendations on which class is best suited for each 
level objective. 


In addition to healing yourself, the heal spell also affects 
nearby allies. If you see a green "plus" icon over the head of a 
teannnnate, they are in dire need of health. 


• Lure impatient Warriors 
and Bcouts to their 
doom by throwing a Tire 
Wall at your feet. You 
cannot be damaged by 
your own flames. 





'A' 













Co-op Teams 


jii1|l ITIage ahd Aivgher^ 

Deadly aT radge, These Two classes cah picigoee eoes 
BEEORE They cah close add do ahy HARm. The IHage cah 

PLAY OEPEHSiVELY OR^DEEEHSiVELY, ElTHEIGTHRpwinG EIRE 
AHD LICHTninG AROVHD TO DEAL WITH EOES OlCPOPPinC 

UP A Shield To proTecT Archep^ahd ITIage eroih radged 
couhTeraTTacks, They have To ELiminATE eoes speedIly; 

IE EHEniiES ehTeigihelee, They have a probleih, 

ITIage ahd ITIage 

Double The eIre, LiGHTninG, add healIhg pleasure! 
EveryThihg you love about The ITIage (Lonc-RAncE 

DAHIAGE AHD HEALIHG, ESPECIALLY), YOU GET Ih DUPLICATE, 
AT A dIsTAHCE, CRpWDS ARE TOAST, LITERALLY. Oe COURSE, 
That also hieahs ThaT The ITIage's weakhesses (low 
health AHD LimiTED IIIELEE SKJLLs) WILL COHIE BACIGTO 

hauhT you in close-cohibaT eights, 

it 

ITIage ahd ScovT 

IToT The besT oe PAiRinos, sincE The ScouT heeds To 
CLOAELA nD SHEAIGUP BEHiHD EOES TO BE EEFECTiVE, WHiCH 
mEAHS HE CAH’T TARE ADVAHTAGE OE THE IIIaGE’S SniELD, 
AHD BY HECESSITY, THE IIIaGE miGHT BE DRAWH CLOSEIG 
To A EiGHT THAH he WOULD HORIHALLY LiKE, ThE IHaGE’S 
HEALiHG CAH GIVE The ScouT ThaT exTra BOOST in 
coiubaT, Though, ahd The Scout’s BacksTab cah drop 
siHGLE Targets ThaT prove DiEEicuLT eoigThe IHage (such 
AS A SniELDED EHERIY HIaGe), 


❖ 
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BEst Co-op PAiRjnG: 

ITIage add Warrjoig 

Balahced eor^radged ahd niELEE coribaT, The 
niAGE AHD WaRRIO REWORK best in TADDEm, WniLE 
The ITIage hurls eIre add LiGHTninG To destroy 
Targets aT rahge. The WARRiop^DispATcHES EnEmiES 
That mADAGE To geT close. The IIIage’s SniELD 
protects The WarrioigfrOiii RADged aTTacks 
(a weakhess in The WarrIorIs baTTle plad) add 

WELL-TimED HEALinG CAn KEEP A WARRIOIGCHURTlinG 

Through rielee Targets, 




www.primagames.com 










Ul 


You have the power to slip in and out of shadow. As quiet as a whisper, you sneak up behind 
enennies and draw your blade. You are the nnaster unseen assassin. 

The 5cout can do it all in close connbat. Me can dodge and weave through the crowd. 
Punnnnel enennies with special Toe hannnner and Toe hewer attacks. Drop Satchel Bonnbs 
with deadly precision. In nnultiplayer action, the Scout can seize capture points all by hinnself 
without lifting a finger. 



<><XX><><><X><><X><><X><X><><XX><XX><><><X><X><XX><X><><X><><><><><X><X><X><><><>^^ 



tine Basics 

Offense 

• Cloak can be used to 
perfect your offense. 

Slip it on for just a 
few seconds to circle 
behind a foe for the 
Backstab, or pop 
up in front of thenn 
for several quick 
surprise strikes. 

• Backstab is your nnain threat. Tronn behind, you can one-shot 
kill anyone. Rennennber, though, that it takes a few seconds 
to pull off the nnaneuver, and you nnay be exposed to other 
enennies during this tinne. 

• Blasting Powder not only hurls an opponent away fronn you, it 
also packs that sanne opponent with an explosive. Ainn your 
flying opponent toward nnore foes and you can blast several 
for the price of one. 

• Poe hannnner and Poe hewer sound alike, and they similarly 
send enemies to an early grave. Besides your quicker Light 
Attacks, these two will be your finishing moves. 

• You can be at the forefront of a charge, so long as you're 
Cloaked and on your toes. 

• Both Warriors and Bcouts can string together combo moves, 
though the Bcout can string together the longest sequence — 
eight attacks in a row! 

• With Bcouts, try stringing together melee attacks, starting 
with Light Attacks and ending with heavy Attacks. Work in a 
progression, such as Light, Light, Medium, Medium, heavy. 

• Bcouts gain energy slowly over time. If you're in danger, try 
evading or blocking until you have enough energy to even 
the odds. 


1 i--DEFENSE 


I C< 



Cloak can be used to 
perfect your defense. 

Use it whenever you 
• leave an area so your 
enemies never know 
exactly where you're 
going and, of course, 
rely on it to drop out 
of sight whenever the 
enemy has you targeted for pain. 

Dodging with rolls is your best escape mechanism, though 
you can also block if you don't think you're going to get 
surrounded. 

Batchel Bombs can give you space from melee attackers if you 
learn to hurl them Just right. 

Never stay in one spot too long. You may be invisible at 
times, but opponents will still track your movement and try to 
pinpoint your position. 




scoat. 
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Satchel BomB 


Frodo does not un-Cloak when attacking, which is a 
significant advantage. However, enemies can still spot you 
from the glow of your weapon. Sting. 


Knockdown 


Evading and Recovery 


After hitting the 

ground, you can press any direction on the Controi 5ticK to 
roii. During your roii, you wiii be invincibie to nneiee attack. 
Aiternateiy, pressing Junnp wiii aiiow you to get up nnore 
quicKiy than nornnai. 

* Whiie on the floor, or after rolling, you can press any attack 
button to perfornn a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

* if you nniss all of these, there is a built-in safeguard to give 
you a fighting chance: Your character will imnnediately stand 
up the second time you hit the floor, giving you a chance to 
counterattack. 

> With good tinning, you can 
press the Junnp button right 
as your character hits the 
floor to perfornn a tech roll. 

This nnaneuver will allow 
you to get back on your 
feet quickly, ready to 
resunne the fight, if 
you nniss a tech roll 
opportunity, you 
will be vulnerable 
to attack for a 
small period of 
time before 
you can do 
anything else. 

* Shorten the period of time 
you are stunned from certain 
enemy attacks by rapidly hitting 
buttons. Only certain buttons 
work against certain attacks, so 
be sure to experiment. 


When you're knocked 
down by an attack, the 
last thing you want to do 
is lie helplessly on the 
ground helpless. There 
are many ways to avoid 
being pummeled while on 
the ground: 


Stay in the rear, out 
of the way of slashing 
blades, and look for 
opportunities to dart in 
and out of combat. 


Circle the perimeter of 
a fight while Cloaked 
and keep your eyes on 
the primary threats. Do 
not stop moving unless 
you find a target of 
opportunity. 


WEAPOnS 

• STino 


Special AeiLitiES 

• Cloa^ 

• STino's Fury 

• BlasTihg Powder^ 

J 


DESCFjPtion 

OeTeh unoEREsTimATED, The 
smALL HobbiT Frpdo cah be 
A BIG, BIG Threat, Perhaps The mosT deadly Cloaked 
SgouT, Frpdo has all The sTahdard ScouT weapohs, 
AHD His short STaTURE HELPS Him BLEHD IH EVER mORE 
wiTh The suRRpunDinGS. FIoRmALLY on The quest oe The 
P^ nGBEAREic Frodo car be called upor To do baTTle in 
mULTiPLAYER^ACTion. 


I' 

I 
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WEAPOnS 

• Daggers 




<XXXKXXXX><X> 


speciaL attacks 

Backstab 


To execute this one-shot 
hill, approach an enenny 
from behind while you're 
Cloaked, and grab him. 

It takes a few seconds, 
but once you draw 
your blade, you 
I .will put your foe 
' down forever. The 
^ drawback is that 
nearby enemies will 

^ see this happening and may be on you immediately. 


Blasting Powder 


Satchel Borib 


SPEciAL AsiLitiES 

• Cloa^ 

• DECEPTion STrIke 

• Soul Puhch 


DESCRjption 

OncE A cunninG ASSASsin wiTh words, 

WoRmtonGUE noj^ slays wiTh The 
BLADE. rnOST OE HIS ‘SPECIAL ABILiTlES 

riaTch up simiLARLY To oTheigHero 
S cOUTs; HOWEVER^ HE IS UHEQUivOCALLY 
The riasTep^oe boribs. As The lore 

ScouT OE The eorces oe Saurqh, WoRHiTonGUE shows up 
in EVERY Hero Teari DeaThiraTch scEnARio. 


Wormtongue's energy plus Light Attack places a bomb in 
his hand. While he holds it, he is faster and stronger, and his 
energy meter refills more quickly. After 10 seconds, the bomb 
will explode, doing a large amount of damage to everyone 
around him, but it will do some damage to him, as well. 


Think of it as a massive shove. You send an enemy flying away 
from you with a bomb attached to them. When they hit, the 
bomb explodes and deals spray damage to any enemy nearby. 
Great for breaking up enemy groups or repelling victims off 
bridges and ledges. 


Cloak 






XU. 


p«UEl£l 


Your most versatile ability 
allows the 5cout to do all 
his movement unseen. 

Cloak to sneak up on 
enemies for a Backstab 
or a sequence of melee 
combos. Cloak to drop 
out of combat and escape 
extra damage that could 
be coming your way. Move 
around the battlefield 

Cloaked to set up your next attack opportunity. 




■V 


❖ scoutd 


Characters & Classes ^ 


Foe Hammer 

Toes that fall prey to this 
attach don't last long. It's 
one of your key special 
nnoves when you're In 
tight with an enenny, and 
you can alternate with Toe 
hewer to keep opponents 
off guard. 



Foe Hewer 



These spinning blades 
strike a foe repeatedly 
for snnall incrennents 
of dannage that add up 
quickly. You also stun the 
target for as long as you 
spin the blades into thenn, 
so they won't be doing 
nnuch else. It's one of your 
key special nnoves when 

you're in tight with an enenny, and you can alternate with Toe 
Mamnner to keep opponents off guard. 


r 

i 



Satchel Bomb 


The Scout's ranged attack can destroy an enenny if you land the 
bonnb directly on thenn, but nnore than likely you're using it to 
brush back opponents and give yourself sonne separation. Though 
you don't have anything near the range of an Archer or Mage, you 
still can throw dannage around and light things on fire. 


" J^^ Prps di Cons * 




ADVAntAGES 



• invisiBiLiTY 

• insTAnt Kjlls 

• nimBLE in CobibaT 

The Scout usually has The uppEB^HAno 

BECAUSE HE COfflES OUT OF nOUJHERE TO 

aTTacichis vicTiffl. You hiay ELiminATE 
A Threat insTAnTLY wiTh The ohe-shoT 
BacksTab, slash wiTh The besT oe Theui 
in HAno-To-HAno, op^simPLY rpll ouT 
OF DAnCEP^WHEn cobibaT heaTs up. 

You CAn EVEn SLinc a bobib a short 
D isTAnCE EOP^BiC DABIAGE. 

>coocxx>o<x><><>:<><x><x>c><XK><><xx><><^^ 

DiSADVAntAGES 

• no HEALinc ABiLiTY 

• LiBiiTED Rarged Attack^ 

If The ScouT aTTacks u/iTn surprise 
AHD DOEsn'T overstay His U7ELCOBIE in 
COBIBAT, he's EEEECTiVE AITD LiVES TO 
EiGHT ahoThep^day. Ie he gets Trapped 
A fflOnG Too BIAriY BODiES, HE COULD BE 
in Trpuble. U/iTH no iiaTural HEALinG, 
YOU musT RELY ou HealTh Orbs ERpm 
EnEffliES To suRyivE op^see^ouT a 
ER iEIIDLY rrlAGE. 
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• The Satchel Bomb can 

be an incredibly effective weapon. Although it may be awkward 
at first, if you can learn to lead your foes, the large area of 
splash damage and the knockdown It produces can help you 
close in for the kill. 


note 


Each class has unique strengths. Refer to the walkthrough chapters, 
"War of the Ring" and "Rise of Sauron," for recommendations on 
which class is best suited for each level obiective. 


• Cloaking slowly drains your meter, and when it is gone you will 
reappear. Luckily, the Scout's meter refills slowly over time ■ 
while visible. 

• Learn when to use your meter to attack and when to save it | 

for stealth. | 

• Doing anything offensive or defensive will un-Cloak you. This ^ 

includes attacking, blocking, rolling, and throwing a Satchel S 
Bomb (though you can hold the button down to keep it ready g 
and remain invisible). * 

• While Cloaked, the Scout moves slower, but gains the ability to g 

instantly dispatch enemies with a Backstab. Use caution: If you ^ 
miss, you leave yourself open and visible! g 


• The hoe Mewer is more than meets the eye. Execute this 
combo with proper timing — while holding your energy button, 
press Medium Attack, Medium Attack, Medium Attack, and 
Light Attack — and it can become the Scout's most damaging 
melee attack. 

• The Scout can block melee attacks, however, certain attacks ^ 
exist that cannot be blocked. These attacks differ from unit to 
unit, but every character possesses at least one. The Scout's 
Blasting Powder still knocks down enemy units. 


• Blasting Powder is a great way to get yourself out of a crowd, 
hot only will it break a block, it also knocks your foe a great 
distance away — even off ledges. This allows you to concentrate 
on other nearby targets. 

• Scouts are incredibly 
effective at eliminating 

. annoying defenders 
on the battlefield. 

Eor example, if an 
enemy Mage throws 
up a Shield to prevent 
ranged fire, send a 
Scout in through the 
Shield to disable him. 


• If your Scout has 
100 percent energy, 
you can perform a 
powerful crowdbreaker 
attack while being 
hit (or blocking). 

These attacks will 
clear enemies from 
the immediate 
vicinity, giving you 
some breathing 
room, however, should 
vulnerable afterwards. 


you miss an enemy, you are 



< 
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Co-op Teams 


SCOVt AHD Ar^HER^ 

This PAiRinG ohly works well if The Arohekis 
EXTRERIELY DILiGEnT about STAYIhG out of niELEE coribaT 
AHD AnTiciPATinG whaT The ScouT is goihg To do so 
he’s ready To shoot ah arrow inTo AnciLLApy eheriy 
Targets, The Ap^hekcah kill riulTiple foes quickly, 
Though, ahd The Scout’s BacksTab cah drop sihgle 
Targets That prove DiFFicuLT foiqThe Argheiq(such as a 

SniELDED EHERIY IIIaGe). 

Scovt AHD ITIage 

This is noT The best of PAiRinos because The ScouT 
HEEDS To Cloak ahd sheakup BEHinD foes To be 

EFFECTiVE, WHiCH RIEAHS HE CAH’T TAKE ADVAHTAGE OF 
The HIage’s SniELD. By HECESsiTY, The ITIage riIghT be 
DRAWH CLOSEKTO a fIghT THAH HE WOULD HORHIALLY 

LiKE. The IIIage’s healIhg cah gIve The ScouT ThaT 
extra boost in coribaT, Though, ahd The Scout’s 

BACKSTAB cah DRPP SiHGLE TARQETS THAT PRQVE DiFFiCULT 
fokThe ITIage, ^ 

ScOVt AHD WaRJUOIL 

The Two rielee coribaTahTs wIll rip Thrqugh 

DEFEHSES, WhIlE THE WaRRIOKHEFTS AROUHD BRUTE 

sTrehgTh, ahd hopefully provides a DisTRRcTioH, The 
S couT CAH Cloak ahd cIrcle, oiqdefTly roll. To geT 
BEHinD FOES AHD CAUSE HAVOC, ThEY BOTH HAVE GREAT 
CORIBO CAPABiLiTiES AHD CROWDEREAkIhG RIOVES THAT 

dIsrupT oppohehTs, 


BEst Co-op PAiRinc: 

Scout AHD Scout 

SincE The ScouT’s garie is all about movino about 
U nSEEH, it’s DiFFicuLT To BRIHG AHY OTHEIQCLASS ALOHG 
wITh, so why noT Take a secohd ScouT? WITh Two 
ASSAS sins, YOU CAn woRKin unison To BacksTab Two 
E nERliES AT OnCE, WHiCH RIAKES SEizlHG CAPTURE AREAS AH 
EASY Task Defehdep^ wIll cohsTahTly be LOOKinc ovek 
TheIkshoulders oncE They Know whaT you’re up To, 








m 
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You are the soldier for your side, strong and resilient. 5word in hand, your nnailed body 
fearlessly races into battle without heed for life or linnb. You are the great protector. 

As a Warrior, you can play offensively or defensively, and do it well. Your special fire abilities can 
torch enennies as large as Ents or as snnall as Ore Grunts. It takes opponents a long tinne to 
drop you in connbat and, if you have your way, that will never happen. 





^ .'I 


tJae Basics 
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Offense 

• Many nnoves can be 
extended by hitting 
the button repeatedly, 
such as the Warrior's 
Whirlwind Sweep. 

• The Warrior can 
block nnelee attacks. 

However, certain 
attacks exist that 
cannot be blocked. These attacks differ fronn unit to unit, but 
every character possesses at least one. The Warrior's Elanne of 
Eury will still cause dannage to blocking enennies. 

• Certain attacks cannot be interrupted by enenny attacks, such 
as the Warrior's heavy Attack. These nnoves are generally 
slower, but inflict heavy dannage. however, they are also slow 
to recover if you nniss, providing the enenny a chance to 
counterattack. Experinnent to find nnore, as these attacks can 
quickly turn the tide of battle when used properly. 

• Warriors can string together combo moves up to a 
maximum of six in a row. 

• With Warriors, try stringing together melee attacks, 
starting with Light Attacks and ending with heavy Attacks. 

A sequence such as Light, Light, Light, Medium, Medium, 
heavy is among the Warrior's deadliest combos. 

• Warriors can also press Jump and heavy Attack while 
in the air to perform an acrobatic slash on the target 
they're about to land on. 


Defense 


• Blocking is essential 
to survival. If you can't 
land the first blow, or 
if an enemy begins to 
combo on you, throw 
up a block and wait 
for your counterattack 
opportunity. 


• Your Medium Attack can drive multiple enemies back. It's 
effective for giving yourself more room and clearing areas such 
as capture circles. 

• Throwing Axe is more a defensive action than offensive one. 
Bure, it can deal damage, but more often than not you'll find 
yourself tossing an axe to distract your foes as you close 
on them. 


in one spot too long. You are a great defender, but 
don't want enemies ganging up on you from all sides. 






•wine Axe 


When you're Knocked 
off your feet roll to one 
side 50 that you don't 
stand up in the nniddle 
of another sword swing. 

To recover energy, get 
right back into the fight. 
After a few quick kills, 
your energy will be 
charged back up to full. 


Aragorn has a hidden special ability: Press and hold Heavy 
Attack for 5 seconds, then while still holding it press Light 
Attack. The ability has a lengthy beginning, but if you complete 
it, you gain the power of the undead for 30 seconds! 


Elrond's Water Sphere not only defends against projectiles, 
it also heals allies who stand inside. 


❖ CDaR-RIOl 


Characters Classes 


Knockdown 


Evading and Recovery 


' After hitting the ground, you can press any direction on the 
Control Stick to roll. During your roll, you will be invincible to 
nnelee attack. Alternately, pressing Jump will allow you to get 
up more quickly than normal. 

' While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

' If you miss all of these, there is a built-in safeguard to give 
you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance 
to counterattack. 

' With good timing, you can press the Jump button right 
as your character hits the floor to perform a tech roll. 

This maneuver will allow you to get back on your feet 
quickly, ready to resume the fight. If you miss a tech 
roll opportunity, you will be vulnerable to attack for a 
small period of time before you can do anything else. 

' Shorten the period of time you are stunned from 
certain enemy attacks by rapidly hitting buttons. Only 
certain buttons work against certain attacks, so be 
sure to experiment. 


DESCFjption / 

The greatest wARRioiGin The 
GAIHE, ArAGORH slices THRG»UGH 
EOES WITH his mAGiCAL SWORD, 

AnDURiL, AHD WITHSTAHOS 
BLOW aeTeigblow To conTinuE 
The eight, Duhharrow Dash 

SHOULDERS EOES OUT OE THE WAY 
AHD WORKS WOHDERS AGAIHST 

ovERRun siTuATions. AnDURiL's ' 

Spirit will Ryin ah oppohehT Ie you Tiihe IT To sTrIke 
The eoe. YouigihosT powerful abIliTy, Wave of Vhdead, 
SPRi^YS AH AREA-EFFECT BLAST THAT AnniHILATES AHYTHIHG 
in iTs path. Aragorh cah lead ahy charge, ahd There’s 
no beTTeigHerp FOicwADinG inTo The Thicicof Thirgs To 
SLAUGHTE icSAURpn’s millions. 


When you're knocked 
down by an attack, the 
last thing you want to do 
15 lie helplessly on the 
ground helpless. There 
are many ways to avoid 
being pummeled while on 
the ground: 


WEAPOnS 

• Hadhafaiig 






DESCFjption 

The rvlep^of RivEnoELL ahd mAsTEicoF The Elves cah 
Throw Down wiTn The best of Them! His huge blade 
HAS A LoriG Rf ACH, AHD ThaT’s noT counTiiiG The 
waTep^powep^ That he car charrel wiTn iT. Riveigof 

BRUiRER CAR KROCICEnEmiES OFF BALARCE, ARD WaTER^ 
Sphere is The best DEFEnsivE spell in The GAmE. You may 
invADE RivEnDELL, but you wor’T be able To escape 
Elrord’s wraTh. 


Weapohs 

• ArdurIl 

• TnROwinG Axe 

<xxxxxxxxxxxxxxxxxxxxxxxxx> 

Special AeiLitiES 

• Durharrow Dash 

• AnDURiL’s SpiRiT 

• Wave of Urdead 


CHARACTERS & CLASSES 
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Every one of Earamir 's energy-charged attacks can be 
mashed for many more hits — mth fire! 




DESCFjption 

You nEVEB^wAnt To ihess wiTh ah AnoRy 
Dwarf, especially a WELL-ARmED, 
expert comBATAnT like GimLi. Short in 
sTaTure, but sTouT in sTREncTH, GimLi 
movES QuicKLY wiTH DwARVEn Rjm 
Ano CHALLEnCES ARY EREmY’S mELEE 
DEFERSES wiTH BALin’s Reverge. IToT 
To BE OUTDORE by His pELLOWSHiP PALS 

Aragorr ard Legolas, GimLi car 

OUTRIGHT DESTRPY AR EREmY in GOmBAT 

wiTH The brutal Lorgbeard Pourd. He’s 

ALSO BEER KROWR TO SiRGLE-HARDEDLY TAKE 
OUT Trplls. 


Qimli's energy-charged Longbeard Pound cannot 
be interrupted by enemy attack and is the most 
( damaging single-hit attack in the game. Also, he is 
^ the only Warrior with Satchel Bombs. 


WEAPOnS 

• Battle Axe 

• Satchel Bomu 

0<>0<>0<>0<>00<X>0<><><><X><X><X><XXX^ 

Special ABiLitiES 

• Dwarver RJ7R 

• BalIr’S RgVERGE 

• Lorgbeard Pourd 


cm i i.wni£i 








DESCFjption 

As The leader^of The last 

BARD OF DEFERDERS in 
OsGiLiATH, pARAmii^musT 
SAFEGUARD THE HOBBiT 
pRpDO ARD REPEL 
The Orc invADERg. 

ForTuraTely, he’s well 

PREPARED FOB^THiS RpLE AS A BEEFiER^WARRiOR^ 
WiELD YOUR^FiRE-CHABTIED SwORD AS OFTER AS 
YOUB^ERERGY wiLL ALLOW. ThE mORE D Am AGE YOU 
DisH OUT To Orcs, The moRE THEiiGATTEnTion 
Turps To you ard keeps Frqdo safe. GoRDORiAn 
Gourpge ard Steward of GoRDOR^comE in 

PARTiCULARLY HARDY TO SPLinTER^CROWDS ARD SLAY 
TRpUBLESOmE FOES. 


Weapohs 

• Sword 

• TnRpwiRG Axe 

o<xxxxxx><xxxxx><x><xxxxxxxxx>o<><> 

SPECiAL ABiLitiES 

• RpRGERIs FiRE 

• GORDORiAR GoURAGE 

• Steward of Gordob^ 






V ■ • 

❖ cDaR-Ridi 


Characters Classes,. ^ 




Nazgul can continue from Flurry of Terror to 
Power of the Nine in the air. They can also go 
from a Power of the Nine to any other energy 
attack, including another Power of the Nine. 


DESCRjption 

The mAH who cvT The Ohe Rino 

EROm SaURPH'S EIHGEipnOW HAS mORE 
Thah The DarkLorp To conTEHD 
WITH. isiLDURlS DAZZLIHG EIGHTinG 
TECHniQUES — quite LlTERitELY, AS HIS 
mOVES BLUB^TOGETHEI^in GOLORFUL 

AnimATion — will avehge his falleh 
G omRADES on Those unFORfunATE 
EnOUGH To BE GAUGHT AWESTRyCIG 
All The sTardard WARRioiQABiLiTiES, 
wiTh somE extra KicK, are aT 
IsildurIs disposal. 


r 


Isildur's energy attacks are intensified by fiaming 
ghosts that deal extra damage. 


WEAPons 

• riARSiL 

• TnRpwinG Axe 

ooooooooooo<x>oooooooooo<x>o 

SPECiAL ABiLitiES 

• Aeglo’s Sharp 

• Blade of The IIIaric 

• riARsiL SpIke 


DESCRjption 

SAURpn's fooTsoldiers were onGE ninE 
raORtAL IIIEn WHO ARE HOW FOREVEIQEnSLAVED 

I To The Lord of AIorporIs seryice. They 


fight like Warriors wiTh superiiaTural 

POWERS, SUCH AS BlACIC BrEATH, WHIcH 
CAR FREEZE VICTimS IR FEAR^AS iT DEALS 
DAHIAGE. POWEIQOF THE ITmE CAR LOWER^A 
TERRiFic BOom AS The ITazgul flips Toward 
iTs TarqeT, ard Flurry of Terror^slices 
swiftly ever as it lifts The FIazgul ouT of 
imniEDiATE dargeiq 


• Throwirg Axe 

<XXXXXXXXXXXXXXXXXXXXX>0<XXX> 

SPECiAL ABiLitiES 

• Flurry of Terrqiq 

• BlacicBreaTh 

• POWEIQOF The niRE 


1 
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Sauron can be damaged; however, he cannot be 
knocked down! His Soul Collector deals damage 
even to blocking enemies, and if you finish 
someone off with it, there is a special surprise. 


j 

DESCFjPtion 

The most powerful figure on The evIl side 
Towers oveb^The battlefield. As imposinc 
AS ORE OF The GiAnTs, Sauroh eights as 

WELL AS ARY WARRIOR^ EXGEPT HE TRADES IR 

Sword FOP^rriACE. WiTh his lorg reach, 
HEARt OF Horroicard Soul CollecToig 

CAR BE B^TAL, while THE AREA-EFFECT 
rnORPORcPoURD KROCKS DOWR ARYORE 

caught in FRpnT of his ITIace slaih. The 
DarkLore^car poweigThrough The erTire 
SIDE OF good; he’s That rasTy! 


WEAPOnS 

• niACE 

• Throwirg Axe 

<x>00000000<0'0000<>0<0>0000000<x> 

SPEciAL AsiLitiES 

• Heart of Horrpb^ 

• rnoRpoicPounD 

• Soul Collector^ 




Weapohs 

• Sword of Terrpr^ 

• Throwirg Axe 


At first glance, the Witch-king may appear 
similar to the Hazgul, but his Terror Quake can 
damage an entire battlefield full of enemies! 


DESCRjption 


As YOU miGHT imAGiRE, The leadeigof The ITazgul 
HAS The sarie sTrergThs ard weakresses as The 
, riAHGUL. However^ his inTimiDATinG forir pack^s 
\ A LiTTLE mORE PURCH, ARD ATTACKS lIkE TeRROIC 
Quake are swiFTEicTo execute. The WiTcH-Kinc 
COmmARDS WHATEVER^SiTUATion YOU SERD Him 
inTOg OFFERSiVELY OR^DEFERSiVELY, ARD THE EREMY 
SHALL- BERD.THEiR^KREE ORE WAY OR^AROTHER^ 


Special AsiLitiES 

• AnomAR^F LURRY 

• Blac^BreaTh 

• Terrpr^ Quake 









❖ CDaR-RIOR, 


Characters Classes 


special attacks 


Crowdbreaker 


<xxxxxx><x><xxxxxxxx><xxxxxxxxxx><xx><xxxxxxxxx><xxxxxx>o<><>o<x>o<xxxxxx><> 

I Flame of Fury 

> When you conne down with 

V this annazingiy destructive 
< speciai abiiity, the enenny 

wiii aimost be cieaved in 
; two if he doesn't dodge 
J innnnediateiy. Though it 
; ieaves you in a vuinerabie 
j position if you nniss, and it 

V takes an extra second to 
execute, it's aii worth it to iand the big hit. 

I Whirlwind Sweep 


• if your Warrior has 100 percent energy, you can perfornn a 
powerfui crowdbreaker attack whiie being hit (or biocking). 
These attacks wiii ciear enennies fronn the innnnediate vicinity, 
giving you some breathing room. The Warrior can aiso perform 
one whiie on the ground! 

Fire Strike 

attack plan' 


The Warrior's most versatiie attack brushes back enemies and 
damages muitipie foes in a singie fiery rotation. Break out this 
move often to gain space to set up new attacks, it's aiso the 
best abiiity for ciearing out a capture point when you have the 
extra energy. 







AdvahTages 

• Greatest AmounT oe Health 

• STrphgesT AIelee FighTeb^ 
k • ExgellehT Blockihg 

WhEH you EnTEIGIHELEE, YOU U/AHT A WaRRIOB^TO ATTAGIC 
OB^DEEEHD EOR^YOU. ThEY ARE USUALLY AT THE HEAD OE 
A CHARGE, AHD YOU CAH CALL UPOH THERI EOB^AHY DUTY. 

WiTh The besT healTh ahd ARmoicin The garie, WarrIors 
geherally last LonGEB^in The baTTle, ahd Thus are 

ALU7AYS RELIABLE. 


DiSADVAnTAGES 

• Ylo Healihg Ability 

• LiriiTed Rahged ATTacic 

OvERGonEiDEncE CAH BE The WarriorIs unDOiHG. You 
CAH PUnCH, SLASH, AHD TEAB^THROUGH RIELEE EOES LEET AHD 

right, but you doh'T wahT To pluhge headlohg inTo 

battle OVEB^AHD OVEB^OB^THOSE U70UHDS WILL ADD UP. WiTH 
no HATURAL HEALinG, YOU RIUST RfLY OU HeALTH OrBS ERPRI 
EnERiiES To suRyivE or^seek^ouT a ERiEnDLY IHage. 


f 

M 
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• If you suspect a 
Cloaked 5cout Is hunting for you, don't forget you can change 
directions while attacking. Swing at the air once or twice to 
tempt him to move In for a Backstab, then swing the opposite 
direction and catch him offguard. 


note 


Each class has unique strengths. Refer to the walkthrough 
chapters, "War of the Ring ' and "Rise of Sauron, ' for 
recommendations on which class is best suited for each 
level objective. 


ozyoonceZ) tactics 


<xxx>ooooooooooooo<x>ooooo<x>ooooooo<x>oooooooooooooooooooo<xx> 


Lower your shoulder In a fight! If you charge toward a distant 
opponent and execute a Heavy Attack as you near, you'll slam 
your foe with a shoulder hit that will send him flying. 

The Warrior's shoulder tackle (run for 1 second then heavy 
Attack) will stagger any enemy, as well as break a block. If you 
are quick, you can continue your combo after it; however, your 
opponent can hit buttons to break out of the stun and hit you 
first, so be prepared! 

The Warrior can block melee attacks, however, certain attacks 
exist that cannot be blocked. These attacks differ from unit to 
unit, but every character possesses at least one. The Warrior's 
riame of Tury still knocks down enemy units. 

To dispose of pesky 
Mages or Archers, the 
Warrior's full combo 
will do the trick: Light 
Attack x3. Medium 
Attack x2, heavy 
Attack. This also builds 
lots of energy for the 
next enemy, however, 
if you are in the heat 


of battle and can spare 
the energy, a quicker alternative is Light Attack xZ, Medium 
Attack, and Tlame of Tury. 


• Using Throwing Axe is a good way to close the last bit of 
distance to your enemies. If executed properly, it can even 
create opportunities for you to follow up with a juggle attack. 

• Blocking and evades 
are powerful tools — 
learn to use them 
properly. Melee moves 
will not do damage to 
you if they are blocked, 
and even if the move 
still knocks you down 
there is always a 
chance to recover. 

• When running toward 
an Archer, tap Block to evade his Kick and then finish him off. 

• Block a Bcout's attack string. Once the Bcout makes his final, 
slower attack, evade it and counterattack! 

• Let a Mage see you approach, evade his You Shall hot Pass!, 
and hit him back while he's vulnerable. 

• When performing a combo against another Warrior, stop 
after a few hits, evade his crowdbreaker, and then punish 
the recovery. 

• Warriors are incredibly 
effective at plunging 
into the fray and 
causing chaos. 

They are incredibly 
versatile, and they 
can be used in every 
situation, offensive and 
defensive. 



❖ ZJOaRRlO 


Characters Classes 



Co-op Teams 



ntd 


WARJCiOR^AnD AiVCHEIC, 


■ WARJUOR^AnD ScOVt 

The Two ihelee comBATAnTs will rip Through 
DEEEHSES. WhIlE THE WaRRIOR^HEETS ARpUHD BRWTE 

sTrehgTh, ahd hopeeully provides a DisTRAcTion, The 

ScOUT CAH ClOA^AHD CiRGLE, OIGDEETLY ROLL, TO GET 
BEHinD EOES AHD CAUSE HAVOC. ThEY BOTH HAVE GREAT 
COmBO CAPABiLiTlES AHD CROWDBREAKjnG IHOVES THAT 

disrupt oppohehTs. 

■ WARJRjOIGAnD WaRJUOIG V 

h YOU Thought The WARRioiCAnD ScouT PAiRinG 
WAS BRUTAL in mELEE, YOU HAVEn’T SEEK THESE TWO 

in AcTion. SwoRps ard EiRE arc AROvnD, EisTs ard 
K iCRS let loose, ARD EREmiES ERD UP DEAD in CLUHIPS. 
VnEORjUnATELY, YOU HAVE RO DEEERSE AGAinsT 
RAHGED attacks, SAVE YOUR^WiTS, WHiCH CAR LEAVE 
HP YOU VULRERABLE. y 

m ^ 


BESt Co-op PAiRinc: 
WARPjoiGAnD IIIage 

Tnis mAY BE The sTrorgesT PAiRjnG in The gaire. The 
niAGE HURES EiRE ARD LiGHTniRG TO DESTROY TARGETS 
AT RAAGE, ARD The WARRiOICDiSPATCHES EREmiES 
That mARAGE To geT close. The IHage’s SniELD 
protects The WARRioiCERom raaged aTTacbls, ard a | 

WELL-TimED HEALiRG GAR KEEP A WARRiOR^GHURJIinG 
Throvgh mELEE TarceTs. I 

( 


BaLARCED EOIGRAnGED ARD mELEE COmBAT, THE 
UJARRioiGAnD Archeigworkwell in TARDEm. The 
Archeigloves To destroy Targets aT barge, ard The 

UJARRiOIGDiSPATCHES EREmiES THAT mARAGE TO GET 
CLOSE. The ArCHEIGCAR HURT OIGSLAY EREmY RAAGED 

attacker^ beeore They car deal DAmAGE (a weakress 
in The WarriorIs baTTle plar). 
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enemies 


of. tbe frzee peoples 


<XX><XXXXX><><K><><><X><><X><XX><^^ 



Grunts 

These are the most 
common of all your foes 
and will fall easily before 
your attacks. Just don't 
let them overwhelm you. 
5auron's Grunts can be r" ■ 
either Uruk-hai or Ores. 

s 



Officers J , 

As skilled as you may be 
with your weapons, these 
enemies are trained in 
the same classes: Archer, 
Mage, 5cout, and Warrior. 
Officers can block attacks 
and have many more 
abilities than Grunts. 



Captains 

You can identify a Captain 
by the flag on Its back. 
Captains have the same 
abilities as Officers, 
except they can deliver 
more damage and have 
much more health. A 
Captain's very presence 
strengthens the troops 
around it. 



Giants 

These oversized creatures 
are the true brutes of the 
battlefield. They can grab, 
throw, and crush their 
opponents with ease. The 
Tree Peoples must defend 
against fearsome Trolls. 


Heroes 

The most powerful foes 
you will encounter, heroes 
have all the abilities 
of regular classes and 
more. Unique combat 
abilities make each hero 
unmatched in combat, 
and you will be severely 
challenged to slay a hero 
unless you control an opposing hero. Tree Peoples enemies 
include baruman, the Witch-king, and even bauron himself. 

I Machines of War 

All other weapons of war 
fall into this category. Pell 
Beasts will attack from 
the skies, catapults and 
ballistae can be fired to 
demolish enemy forces, 
and even Oliphaunts 
must be mounted and cut 
down to help turn the tide 
of battle. 


g 

S 

I 

s 


I 



The miGHtY Trees oe pAnGORn FoRfsT have coraE 
To The aid oe The Free Peoples agaihsT SARymAn 
AHD isEnGARp'S DESTRycTlVE PRACTICES. ConTROL 
OHE OE These giahTs ahd you Toweigabove The 
BATTLEE iELD. YoU CAH BASH SmALLEiyEOES OUT OE 
YOUR^WAY WITH IIIASSiVE EOREARRI TREE LimBS OP^ 
GRAB THEITI EOiyOHE-SHOT kJeLS. ComBinE BOTH 
YOUR^UPPEIGLimBS EOP^A POWERFUL SMASH THAT CAH 
Topple waTchTowep^. 
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Grunts 


Giants 


These are the most 
common of all your foes 
and will fall easily before 
your attacks. Just don't let 
them overwhelm you. The 
Tree Peoples' Grunts are 
generally Gondorlan men, 
though you will also battle 
some Rohirrim and Elves. 

Officers 

As skilled as you may be 
with your weapons, these 
enemies are trained In 
the same classes: Archer, 
Plage, 5cout, and Warrior. 
Officers can block attacks 
and have many more 
abilities than Grunts. 

Captains 


Machines of War 


All other weapons of war 
fall Into this category. 
Great Eagles will swoop 
down from the skies, 
catapults and ballistae 
can be fired to demolish 
enemy forces, and 
mounted horsemen must 
be chopped down to help 
turn the tide of battle. 


The most powerful foes 
you will encounter, heroes 
have all the abilities 
of regular classes and 
more. Unique combat 
abilities make each hero 
unmatched in combat, 
and you will be severely 
challenged to slay a hero 
unless you control an opposing hero, bauron's enemies include 
Gandalf, Aragorn, and even Elrond himself. 


These oversized creatures 
are the true brutes of the 
battlefield. They can grab, 
throw, and crush their 
opponents with ease. 

The forces of bauron 
must defend against 
powerful Ents. 


You can Identify a Captain 
by the flag on its back. 
Captains have the same 
abilities as Officers, 
except they can deliver 
more damage and have 
much more health. A 
Captain's very presence 
strengthens the troops 
around it. 


Heroes 


PLAYinc tHE Balrog 


WEAPons 

• pLAfflinG Sword 

• Whip 

Special ABiLitY 

• Fire BreaTh 


DESCRjpTion 

The mosT dahgerohs creaTure in The incREDiBLY dahgerovs ITIinES 
OF riloRiA, The Balrog eages off agaihsT Gardale in The ”War^ 

OF The WnG" ahd reTurtis LATEP^in The SniRE as a Hero you gait 
G onTRpL in The '’B4se oe Sauroh.” ITs mosT DEBipiTATinG aTTagk, 
FiRE BreaTh, razes a huge area in erohT of iT aiid drops eveh The 
STOUTEST DEEEriDER^in SECOnDS SHOULD THEY BE UnPORPunATE EHOUGH 
To LiiTGEP^in The PLAmES. 
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❖ helm's TDeep 


War of the Ring 
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Warrior 


helm's Deep won't hold unless the strongest of spirit and stoutest 
of heart answer the call. As a Warrior, you have an abundance of 
strength and stoutness, and It will be called up In great reserves 
to battle back the waves of Ores that crash against the ancient 
fortress. Though the Archer has the advantage of precise ranged 
attacks, the Warrior's toughness and brute strength In melee 
combat give him the edge In most helm's Deep objectives, 
including your initial foray to defend the Deeping Wall. The Mage 
and bcout classes are not available for helm's Deep; you will only 
switch back and forth between Warrior and Archer to complete your 


5aruman's minions 
threaten the fortress with 
their siege ladders and 
sheer numbers, which 
will eventually overrun 
the battlement if left 
unchecked. It's your 
duty to prevent the Ore 
invasion, or die trying. 
When the level begins, 
you stand on the outer 
wall of helm's Deep. Look for a blue-white ringed section in 
front of you. This is a capture point. Unlike most capture points, 
you don't have to seize control of this one; you already own it. 
Instead, you must defend the area, the Deeping Wall, from Ore 
attack for one minute and 30 seconds. You will receive a flashing 
red "overrun" message on your screen if more Ores enter the 
area than your allies, so keep fighting on until you repel enough 
to succeed. 


Run to the far side of the 
capture area and scan 
along the outer wall. You 
should see the tips of 
the Ore ladders above 
the stonework. Ores will 
begin climbing up here 
almost immediately. You 
can use Just about any 
attack to repel them off 
the wall. At range, chuck 
your Throwing Axe to knock one to its death. Up close, blame 
of bury or hire Strike can topple foes. You have a split second at 
the top of the ladder where an Ore will hesitate as it climbs up 
on the wall. Attack when 
you first see the top of an 
Ore's head on the ladder, 
or during the slight pause 
as it gets its bearings after 
reaching the summit; the 
less chance you give the 
Ores to set up, the better 
for your health. 


If you find yourself overwhelmed with multiple foes. Whirlwind 
Sweep blows Ores off the wall or away from you for a breather. 
Should an Ore daze you, try to counterattack and turn the tide; 
however, if you get knocked to the ground, don't try to Jump up 
and counterattack right away. Odds are you'll take more damage 
because you aren't prepared and your opponent is. Rather, roll on 
the ground away from the enemy and regain your balance before 
setting up your attacks. 


Archer 


Once you become skilled 
with the Archer's bow, you 
can certainly annihilate 
Ores to complete this 
objective, barly on, 
practice lining up your 
shots on the Ores as they 
ascend the ladders. Aim 
for the top of each Ore's 
head, and adjust to its 
torso if the Ore becomes 
a moving target and you can't go for the critical strike. Ores will 
eventually gain a foothold atop the wall. Attack the nearest one 
and retreat as you fire. This keeps you out of harm's way as you 
deliver several arrows to finish off the target. Just make sure 
there is no one behind you. 


After you repel the initial 
Ore assault on the far side, 
turn around and run back 
across the capture area 
toward where you started. 
More siege ladders are 
j on this side, too. To avoid 
the overrun, you will have 
f to bounce back and forth 
- between these two ladder 
areas. When you reach the 
second side, some Ores may have already spilled over the sides. 
Battle them back toward the ladders, then punch, slash, or kick 
incoming Ores back down the ladder rungs. After a minute and a 
half, you survive the assault and move on to the next stage. 


tasks. 
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Unless you are a shilled nnarhsnnan, it will be harder to defend the wall as an Archer. The Warrior can deal nnore nnelee dannage and can 
withstand nnore dannage, so he's better suited for any tight connbat that nnay occur (or swarnn situations). You will have to wield your bow 
quickly to deal with the Ore horde. 


CooPERAtivE Play 




WAivRjoiLAnD Archer^ 

The WARRiOB^AnD The Archer^ ihake a good Teaih DEEEnoinG The wall. There are Two basic ATTACiCPLAns: You 
CAH Take dowh eoes quickly by workiug Together^ oiqyou cah split youiqeorges To coveiqall The ladders. 1e you 

DECIDE To WORICTOGETHEIQ CHOOSE AH EHD, SET THE WARRiOP^ADj ACEHT TO THE LADDEP^ WITH THE ArCHEIQIO PACES 
OR^so BEHinD. The WarriorIs |ob is To ehgage immEDiATELY ahd khocicThe Orcs oee The ladders as QuicKLY as 
POSSIBLE. The Archer^waTches whicheveiqladdeiqThe WARRioiQisn'T on ahd Targets ary eoes ThaT suddehly show 
UP To SURPRISE The Warrior^ WiTh no SEConDApy TarqeT in sienT, The Archer^cah add dahiage To The WarriorIs 
Target, in TAnDEin, The WARRioiQAnD ARCHEiQCAn mop up The Orcs QuicKLY on ohe siDE, Theh r^/sh To The oTheiqTo 
DO The saiiie. However^ iE you DEciDE To sPLiT eorces, each musT prevehT His pysPEcTivE siDE ERpm BEinc overruh. 
You HAVE EEWEIQEOES TO DEAL wiTH THAH TAKinC OH ALL THE OrCS TOGETHEIQ BUT THE PRESSURE iS OH TO KEEP YOUIQ 
^ siDE's Orcs Down ahd ouT oe The capture area eoiqThe minuTE ahd a hale TimE LimiT. 





oBaectloe 


2 :kiLL tine torzclnBeorzerzs 


<XXXXXXXXXXXXXXX>OOOQOOOO 


Archer 

When you finish the first objective, innnnediatelyjunnp down off the wall and look for the half-circle 
capture area up against the outer wall. This is the defensive zone you need to protect fronn the inconning 
torchbearers. Because of the Archer's long range, you're better equipped if you bring a bow to this fight. 
Don't panic, though, if you continue with the Warrior fronn the first objective. You can battle through the 
horde of regular Orcs nnore efficiently as the Warrior; however, you will have to run out to engage the 
torchbearers (so they don't swarnn you), and it's easier to lose track of the incoming torchbearers and 
let one of them sneak through to the capture point. The Archer's arrows can drop torchbearers from afar, 
all while you stand within the capture area and ensure its safety. 


Position yourself at the 
edge of the capture area 
and scan for a glowing 
torch out of the mists. You 
may have to deal with a 
few regular Orcs first, so 
get used to dancing back 
and forth to avoid melee 
swipes while homing in on 
the torchbearers. Do not 
stand still for more than 
a few seconds or you will 
get clobbered. There's a 
large rock outcropping 
almost directly dividing 
the battlefield in half. 
Bearch for the first 
torch bearer to the left of 
this rock. After the first 
one goes down, search on 
the right side for the next 
one. Continue bouncing 

back and forth so no torchbearer approaches too close to 
become a real danger. If they do, you must kill them immediately. 





Once a torchbearer 
I' reaches the capture 
^ point, you have about two 
seconds before the Ore 
I lights the fuse on a wad 
of dynamite that will blast 
I': the wall to smithereens. 

Try to catch each of the 
torchbearers at maximum 
range. It will be a very 
difficult shot unless you 
rely on your zoom to draw a bead on the target. Aim for the head. 
If you hit it, you'll score a critical hit and kill the torchbearer with 
a single arrow. If you miss 
the head, you'll probably 
strike the chest and 
inflict heavy damage. Two 
shots to the chest should 
finish the torchbearer 
off anyway. 

Continue moving to avoid 
a melee blow that stuns 
you or, worse, knocks you 





❖ helm's TDeep 4 ] 


War of the Ring 


to the ground. Even if you 
survive the beating, you'ii 
lose precious seconds, 
which nnay allow a 
torchbearer to slip through 
your grasp. Rennennber 
your Multi-Arrow and Eire 
Arrow to thin the herd 
around you or at least 
blast thenn back to give 
■ you space to nnaneuver. 

A Poison Arrow works well to slow down an approaching Ore 
group or a torchbearer if you don't think you can kill it right away. 
Continue slinging arrows until you get the nnessage that all is safe 
and it's tinne to return to the keep. 


I'll 

■-U 

Li'' 

Jb, .'/ 

/ JiS 



Warrior 


Your strategy as the 
Warrior is to charge out 
into the Ore rush. You 
can't wait around for the 
torch bearers to come to 
you; one knockdown at 
that point will spell doom 

for the whole fortress. 

' Charge toward the first 

torch you see and engage with no mercy. Save your special 
abilities for the torchbearers (and possibly their immediate allies) 


to take them down that 
much quicker. Avoid 
needless combat with 
non-torchbearing groups, 
else you might tie yourself 
up with a struggle that 
leaves you ill prepared to 
defend the capture point. 

You have to do a lot of 
hustling to weed out all 
the torchbearers, but a * - 

strong sword can still save the day. 



CooPERAtivE Play 


AR<:HER_AnD Warrjor^ 

The Archeb^will be The sTab^ih This eight. The 

WARBJOB^CAn PLAY BODYGUARD TO THE ArCHER^ 
KEEBIHG RySHIHG OrCS OFF THE ArCHEB^AS HE 
PICKS OFF The Torghbeareb^. Otherwise, The 
Argheigshould hold The DEEEnsivE area while 
The WarrioigaTTagks The hearesT Torghbeareig 
Ie boTh players Down Torghbearers on eiTheig 
SIDE OF The RpGiGOuTGRpPPinG DiviDinG The 
TERRA in, The Threat should be ELiminATED in 
short ordeig 


oB 3 ect\ae 5: -paLL Back to tbe keep oo<xxxxxxxx><xxxxx><xxx><xxx> 



Archer and Warrior 

It doesn't matter whether you 
are the Archer or Warrior for this 
objective; both have an athletic 
pair of legs, and your only task is 
to race back to the keep. Push any 
remaining Ores out of your way 
and hightail it back to the nearest 
ladder. Climb up the ladder and 
reach the upper wall section. 




At this point, you'll witness a cutscene of fiery catapult 
missiles pounding the Deeping Wall. Unless you want to be 
a permanent (and smeared) part of the scenery, you need 
to run a full speed up the battlement in the direction of the 
large yellow arrow marking the next objective point. Pail to do 
this and a catapult missile destroys you in a single explosion. 
Rush through the archway at the end of the wall and head 
toward the main gate for your next assignment. 
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V CooPERi^tivE Play 


4: z^efenZ) the raaio gate 


<><XXXXXXXXXXXXX>O<><XX><0> 


Warrior 




Unfortunately, when you 
arrive at the nnain gate, the 
Ores have already begun 
breaking it down. Stand 
your ground and wait for the 
blows to shatter the gates. 

As the Warrior, you should 
have the health to wade into 
battle against a sea of Ores ^ 

as long as you wield your sword effectively. A throng of Ores will 
press through the gates. Jump up to meet them and turn them 
back quickly. You don't want them forcing themselves into the 
courtyard or you risk being surrounded and losing your tactical 
advantage. Throw a shoulder or a Whirlwind Sweep to brush the 
front Ores back out onto the outside ramp. 




p«UEl£l 




AR<:HER_AnD Warrjor^ 

Ryn, Rvn, Ryn! BoTh players heed To eird 
The hearesT ladder^ CLimB vp aTop The 
DEEP ino Wall. Up Top, yov shovldh'T 
HAVE AHY OrC RESisTAHCE, SO THERE'S HO 
HEED To STOP UHTIL YOV REACH THE SAEETY 
OE The mAin gaTe area. LeT The caTapvlT 
missiLE deTohaTe BEHino yov. Svre, There's 
A BIG HOLE in The DEEPino Wall, bvT 
yov'll be bac^To help iT ovT laTer^ 


oBject\ue 


Tight your way outside and continue to alternate to whichever special attack is 
available. If the Ores begin to collapse on you, pull back a few steps and chip away 
at the nearest ones. Slash into the midst of the Ores to give your allies some 
much-needed support, and don't forget that you can always force Ores over the 
sides to dispatch them much quicker than cutting through all their health. 


Avoid attacks from multiple Ores at once and you should be able to hack away at enough Ores to hold the gates for the required one 
minute and 30 seconds. It will go easier if you clear a path to the edge of the capture area and defend from that position. 






CooPERAtivE Play 


WARiVioiLAnD Archeil 

The Archeb^shovld approach cooperative 
PLAY The saihe as his solo Ryn, IhsTead oe 
sTicKinc Orcs ThaT hassle The oTHEi^HELm’s 
Deep gvards, The Archep^shovld proTecT The 
Warriob^as he charges inTo cohibaT. BoTh 
parThers should clear^The gate area eirsT, 

You Don'T wahT ahy Orcs SLippinG Through To 
HARASS The Archer^ Push ouT gradually To The 
RA inp, TEAininG up aTTacks on The closest Orcs. 
ConTinuE EiGHTinG unTic The TimE pimiT expIres. 
1e ore PARtnEICBECOraES LOW ou health, reTr^aT 
POICA BREATHEICAnD LET THE OTHER^PARTnER^CARRy 
The aTTac^poica while. 


i 


War of the Ring 
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5 ^: ucAl^ to theooen 

Warrior and Archer 


oooooooo<xxxxxxxxxx>o<xxxxxxxxxxxxx> 


racing the nnain gates out on the rannp, 
return the way you originally canne. Make a 

left after the gates and run up the incline and around the first bend to your 
right. You'll see a courtyard with steps on your left. Several flights of these 
steps lead up to Theoden's throne roonn. That's your objective, after you 
elinninate any Orcs in your path. 

Your allies will already be engaged 
with the Orcs threatening Theoden. 

Aid thenn on the front stairs 
through well-placed sword strokes 
or deadly arrows. Don't charge 
up the stairs or you risk getting 
hacked fronn all sides. Methodically 

take out the Orcs on the stairs to clear a path to Theoden. Plus, elinninating these Orcs now 
nneans you won't have to deal with any stragglers in the next, nnuch nnore challenging fight. 


Continue with whichever class you used at the nnain gates and rush to Theoden's aid. There will be sonne 
nninor fights along the way, so the nod may go to the Warrior to quickly Jump into the fray, however, an 
Archer can do Just as well; simply hang back at 
the edge of skirmishes and down foes with arrows. 


Archer 


You don't have the same 
melee luxuries as the 
Warrior, so your Archer 
must stay in the rear at 
all times and pick off the 
Orcs. Avoid taking blows 
and pick off the closest 
Ore targets one by one. 

If you can, concentrate 
fire on the Orcs near your allies to keep them alive longer to aid 

in the defense. Advance 
step by step as you drop 
Orcs, and try to push out 
toward the edge of the 
defensive zone. Poison 
Arrow will slow a large 
group of approaching 
Orcs, while hire Arrow can 
explode Orcs off the sides 
for some quick clears. 
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WARivjoR^AnD Archer^ 

Retrace yovi^sTeps ERpra The mAin gaTes ahd head bac^Toward The DEEPinc Wall. Take yovp^eir§T right ahd 
ehTeigThe courtyard. On youp^leeT, several elighTs oe sTairs lead up To Theodeh's Throhe Room. The Arghep^ 

SHOULD LAY DOWH EIRE, WHILE THE WARRIOP^En GAGES in mELEE COmBAT On THE AEAREST TARGETS. ClEAP^THE STEPS 
BEEORE YOU movE on To The uexT obIecTive so you Don'T ADD moRE EnEmiES To The mix. 









6: kiLL tbe officers 

Warrior 


The battle in Theoden's throne room is tight quarters; therefore, 
the Warrior's talents are best suited for the objective. Slice 
through the Ores at the front of the chamber. You want to engage 
a handful of them to build up power for your special abilities. The 
Ore Grunts won't stand up long to your attacks, but there are 
many of them and they can't be treated lightly. Watch for the 
yellow arrows over the heads of the Ore Officers. When you get 
close to one of them, it's time to switch tactics. 


<XXXx><XXXX><XXX>0<XX><X><XXXX><>000<>00<><XX> 





r^rT3i I 

Unless you need to brush 
back an Ore or two, save 
your special abilities for 
the Officers. Cut down 
any Grunt Ores in the 
area and try to attack an 
Officer when its back is 
turned or it's otherwise 
engaged with your allies. 

A well-placed name of Tury goes a long way to cutting one down, 
and Tire btrike will keep the Officer off balance for future attacks. 
When you have one on the ropes, continue pummeling it with 
whatever special ability is available and try to string together 
combos to slay the Officer before it can counterattack. 



Whatever your battle 
plan, don't allow two 
or more Officers to 
gang up on you. They 
hit hard, and if you fall 
prey to a combination 
of blows that stuns 
you or knocks you to 
the ground, you may 
never recover. 


After the throne room has 
been cleared of the Ore 
Grunts, or the ones who 
may interfere with you, 
launch a sneak attack on 
whichever Officer isn't 
aware of your presence. 

Go for the kill should 
the opportunity arise. If 
you can't get quite close 

enough to land a series of blows, draw one of the Officers toward 
you with the Throwing Axe. Dodge any incoming attacks first, 
then retaliate with your special ability of choice. With the first 
Officer dead at your feet, survey the chamber for the remaining 
Ores and formulate your next battle plan until all Officers 
lay silent. 








Archer 


You are up for a steep 
challenge on this objective 
as the Archer. You must 
be very aware of your 
battle surroundings, else 
Ores will pile on you and 
your limited melee skills 
will not save you. You also 
must have an accurate 
and quick trigger finger 
to nock enough arrows to 
down the many Ores in 
the chamber. With some 
patience and skill, though, 
you can handle the 
situation. Because there 
are large enemy groups in 
here, start at the doorway 
and work your way slowly 
in by slaying Ores one by 


War of the Ring 


one in front of you. Remove as many of the Ore Grunts as you 
can before attempting the Officers. One benefit for the Archer 
is that you may be abie to fire severai arrows before an Officer 
can reach you. If you have room to back peddle, you should drop 
each Officer without taking a lick of damage. 


^ CooPERAtivE Play ' 


WAivFjoR^AnD Archer^ 

it’s The WARRioi^AnD Archer^Tag Teaih agaih. 
Sehd The WARRioiGinTo The miosT oe The eir^T 
Org grg»vp, while The ARCHEiGPRpviDES support 

EIRE. CoORpinATE ATTACKS TO DRQP EOES EASTEIC 
Stay heaicThe doorway uhTil The Org GruhTs 
ARE ELiminATED, Theh advahce on The Oeeicep^. 
The Argher^should draw The Oeeiceigcloser^ 

DEALinG AS mUCH DAIHAGE AS POSSIBLE, AHD THE 

WARRioiGEinisHES OEE The Org wiTh a special 
attack. PvEpeaT eoigeach OEEicEiGunTiL The 
L Throhe Rpom is secure. 


oBjectiae 7: Retake the zyeeping oJaLL 

Aragorn 


❖ beLra's beep i 


oooo<xxxxx>o<xx>o<x> 


Aragorn has a hidden special ability: Press and hold Heavy Attack for 5 seconds, then while still holding it press 
Light Attack. The ability has a lengthy beginning, but if you complete it, you gain the power of the undead for 
30 seconds! 


WEAPons 

• AnDURiL 

• Throwirg Axe 


When you complete the objective to kill the Ore 
Officers, you gain the chance to play your first hero, 
Aragorn. You almost always want to play heroes: 
ey are more durable and have stronger abilities 
than their normai counterparts. You're definitely in 
great hands with Aragorn. 


SPEciAL AsiLitiES 

• DunHARRG»w Dash 

DESCRjPtion • AnDURiL’s Spirit 

The greatest U/ARRioicin The gahie, Aragorii slices • Wave of VnoEAD 

Through eoes wiTh his mAGicAL sword, AnDURiL, ahd ^ 

wiThsTards blow aeTer^blow To corTirue The eight. Durharrpw Dash shoulders eoes ouT 
OE The way ard works worders agairsT oveiwr siTuATioRS. Arduril's Spirit will ruir ar opporerT ie you TimE iT To 
strike The eoe. YouicmosT powerful ability. Wave of Vrdead, sprays ar area-effecT blast ThaT arrihilaTes aryThirg 
iR iTs paTh. Aragorr car lead ary charge, ard Therl's ro beTTep^Hero foicwadirg irTo The Thicicof Thirgs To 
slaughTep^Saurpr's miRioRS. 
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Exit the throne room 
and head back down to 
the Deeping Waii where 
you started. Ores have 
flooded the courtyards 
and passageways, so be 
on guard. Practice your 




After the first capture area 
falls back under control of 
the Melm's Deep guards, 
advance down the stairs 
and past the newly formed 
breach in the Deeping 
Wall. Ores tend to flock 
to this area through the 
breach, so you may 
have some swordfighting 
ahead. It's a good place 
to slay single Ores and 
regenerate health if you 
need to recover strength. 


multiple abilities as 
Aragorn. 5ure, Anduril 
alone will destroy any 
of the Ores; in groups, 
however, you'll need to 
tap into some of those 
other abilities. 

■ — ■ - ■- - - - . Wave of Undead wipes 

out any of the Ore Grunts 
caught in its wake. On your descent to the two capture areas on 
the Deeping Wall, wash aside large enemy groups with the Wave. 
Dunharrow Dash is also excellent, as you can smash Ores off the 
wall with a mighty charge. Remember your tactics as a Warrior 
and apply them to the remaining Ores on the wall. 

The Ores have erected a 
wooden barrier in front of 
each capture area. Any of 
your special abilities will 
break down the barrier 
quickly, or you can hack 
at it four or five times with 
normal swings to cut it 
apart. When the barrier 
collapses, make sure the 
Ores on the other side 
don't pile on you. Rush 
into the first capture area 
and slay any Ore that 
challenges you for control. 


Eollow the same general plan of attack on the second platform. 
You probably won't have to deal with the second barrier if you 
come up from the stairs. Cut through the Ores with Aragorn, 
and hold the second 
capture area long enough 
to claim it and the 
penultimate objective. 













Warrior and Archer 

Whether Warrior or Archer, you'll be inferior to Aragorn, 
50 only choose one of these classes if Aragorn falls in 
battle. The Warrior should follow the sanne tactics as 
Aragorn, except it nnay take a bit longer. The Archer 
should slay all the Ores fronn long range, using zoonn to 
honne in on targets if they're far out on the battlennent. 
To remove the barriers, the Warrior's fire attacks and the 
archer's Tire Arrow consume the wood in seconds. 



❖ beLrals Deep J 
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ARi^GORji ADD Archer^ 

Aragorti leads The charge in This TEAm-up. As The 
Archer^would wiTH A noRiiiAL WarrIor^ he shoved 
support ArAGORTI WITH extra DAIHAGE AHD a CRlTiCAL hit 
on Any Orc Tpyino To aihevsh The Hero, ^he Archer^ 
SHOVED ioniTE The barriers wiTh his Fire Arrpw, ahd 
Aragorti will Take care oe The rpsT in ihelee cohibaT. 1e 
Yov wAnT To A creative mAnEVVER^ The ARCHEP^CAn head 
D own To The DEEPinc Wall via The regvlar^paTh while 
Aragorti goes ovT The mAin gaTe ahd clihibs ohe oe The 
ovTep^wall ladders. While The ARCHEiGRAins arrows 
D own on The EnEmv ahd destroys The barrier^ wiTh 
E iERy attacks, Aragorti surprises The Orcs ahd gvTs 
Theih Down ERpm behird. 




! 


!* 


\ 




oBjectioe 8: DefenD tbe BReacb 


<XXXXXXXXX><XXXXXXXXXXXXXXXXXX> 



Aragorn 


The final challenge will test your mettle against a swarm of 
opponents. Orcs will continuously assault the breach, and you 
must repel them for one minute and 30 seconds. Charge out 
to the gap in the crumbling stone and start your defense there 
The fog will still be thick, as it was before when you fought the 
torchbearers here. Keep a sharp 
eye out for the incoming Orcs and 
shift your defensive posture in the 
direction of the greatest threat. You 
can battle out to the capture area 
ring to fell opponents. Just don't 
wander too far away from the outer 
circle; it is what you are defending, 
after all. 
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as you're free, gather your wits and survey the surroundings to 
better position yourseif for the next assauit. 


Continue repeiiing Ores 
from the circie untii the 
time iimit expires, if 
you get iow on heaith, 
retreat to a safer area and 
attack singie Ore targets 
untii you buiid back 
your stamina. Watch for 
the overrun warning and, if 
it flashes, charge into the 
midst of the nearest Ore 
group inside the defensive 
area and eiiminate Ore 
bodies as quickiy as 
possibie. After a minute 
and a haif, heim's Deep is 
yours once again. 



Warrior and Archer 



fm 



By this point you shouid 
be weii versed in either ^ - — 

the Warrior or the Archer. Of course, you want to use Aragorn, 
but if you can't, go with whichever you feei most confident. The 
Warrior wiii probabiy have a iittie easier time surviving when it 
comes to the Ore swarms. The Archer can wipe out Ore targets 
before they penetrate the defenses. 


T CooPERAtivE Play 


Aragorji ahd Argheil 


ArAGORTT CAn DEFERD THE BREACH ALL BY HIS 
LOHESOmE; HOWEVER^ AH EXTRA PAIB^OF HAHDS 
HEVEB^HURtS. LeT ArAGORH DO THE HEAVY LIFTinG, 
DISRyPTinG FAROE EHEniY GRpUPS, WHILE THE ArOHER^ 

DROPS Threats aT rahge ahd picKS off closeig 
TaroeTs That Tpy To gahg up on The Herq. If you've 
PAR tnERED To This PoinT, The WARRioioAnD Archer^ 
comBinATion should alhiosT be secohd haTure. 

A minuTE ahd a hale of Oro SQuisninG ahd The 
fortress reTuriis To The rIghTful hards. 





V 


y 
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LEQEriD 

Start 

Q Objective 1 
^ Objective 2 
Q Objective 3 


Q Objective 4 
Q Objective 5 
O Objective 6 
Q Objective 7 


0 Objective 8 
Q Objective 9 
^ Objective 10 


Q Saruman 
© Wormtongue 
^ Ents 
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oBjectiae i: copturze the entrzonce to the pits 


Mage 

Tor Helm's Deep, you battled Ores with Warrior and Archer. In 
Isengard, you gain the services of the Mage, arguably the most 
powerful class. Mis Tire Wall, bhocKwave, and Lightning all have 
the potential to deal area-effect damage, which Is exceptional at 
clearing enemy groups. Despite the Mage's low health and weak 
armor, one of his special abilities is to Meal. Recovering health, 
and healing your teammates also, should not be underrated. In 
many fights where the Mage looks like he's on his last legs, the 
Meal ability can reverse the circumstances and win the day. 


Trom the starting point, your first objective, the entrance to the pits, lies directly ahead. As the Mage, 
you can run ahead of your allies toward the circle, with one word of caution: Beware the fire pits that 
erupt around the battlefield. One fire pit blazes up in front of you on the right side, so be sure you steer 
left of this pit or you'll die before you even see your first Ore. 


Even though you may stand uncontested in the capture area. 

Ore reinforcements are on their way. Look straight at the pits with 
your back to the starting point and note the two slopes. The one 
on the left descends to the pits and the other objectives. The 
one on the right ascends to a short hill where more Ore enemies 
spawn to retake the capture area. Throw a Eire Wall up between 
the right hill and the edge of the capture area circle. Ready your 
Lightning for any enemy that may slip through your flame barrier 


As a second choice, the Archer provides enough firepower to get 
the Job done. You have plenty of room to maneuver and you can 
snipe Ores at your leisure, so long as you remember to avoid 
the fire pits and the incoming missiles from Bauron's machines 
of war. When you spot large enemy groups, switch to the Eire 
Arrow for maximum damage. After dozens of arrows have hit your 
targets, the objective will be yours. 


With the capture area 
I in sight, it's time to let 
loose your magic. You're 
fully stocked on energy, 
so all your abilities are 
primed. Lob a fireball 
' into the thickest clump 
a of enemies. It takes 
■ practice, but if you Judge 
' the distance correctly, you 
can land it directly on top 
of several Ore Grunts and burn them down immediately. If you 
miss, you want to come up short; this forces the Ores to attack 
through the flames and take damage (Grunts still may die in the 
attempt). As the Eire Wall burns, charge through it and trigger 
your Bhockwave near the closest Ores. The blast will either slay 
them or repel them, giving you the room to set up your next 
attack sequence. 


, Your goal is to seize the 
i entrance to the pits. The 
J best way to do this is to 
■ drop Eire Wall after Eire 
Wall in the middle of the 
capture area circle. Most 
Ore enemies will perish 
in seconds under this 
i' heat, and you can walk 
I into to claim the flag. If 
a particularly stubborn 
enemy holds the area, circle around the flag and barrage the Ore 
with a Lightning blast or two. 


and wait the few seconds to 
finally win the entrance and 
complete your first objective. 


Archer 





■ 4 ' 
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Warrior 


Scout 



You are still more than a 
match for the Ores around 
the pit entrance as the Warrior, however, you need to be in close 
to deal damage, which means you can receive damage in return. 
You might wind up with some dings in your armor when you plow 
into the capture area. With a little work, though, you can clear the 
area and hold the entrance to complete the first objective. 


You can't Cloak your way 
through this objective. 
Break out the daggers and 
Batchel Bomb to remove 
the Ore defenders, and 
be very careful not to get 
surrounded or you could 
go down very quickly. 

It's possible to Cloak 
and Backstab a few stray 
Ores; however, you don't 
want to do this in a pack 
or you might get sliced from behind yourself. With some nimble 
footwork and help from your allies, the Bcout can capture the 
first objective. 




CooPERAtivE Play 


IIIage add Waivrjor^ 

WiTH The Warihor^as a bodyguarp» The fllAGE cah 

WIELD mAGiC EREELY AHD TEAR^APART THE OrCS IH HO 
TimE. Thih The Orcs in ahd arpvhd The capture 
AREA with FiRE UJaLLS AHD LlGHTninG. OnCE ALL 
The grgups have beer sPLinTERED, The Warrior^ 

CAR hacicaparT lore Orcs as The ITIage elips The 
capture area. You could easIly go IHage ard 
Archer^or This ore. Too, 


The Mage makes a great team player. He can support 
his partner with heavy area-effect damaging attacks, 
and his Heal ability can rejuvenate health when the 
fight seems lost. 




oBjectiae sz kiLL the urzuk-hal captain <xxxxxxxx><xxxxxxxx> 



Mage 

Tor the second objective, descend the left path that 
takes you into the bowels of Isengard. Mere you'll meet 
up with your first Captain foe. A Captain can withstand a 
lot more damage, has special abilities, and increases the 
effectiveness of all allies around it. You also should avoid its 
melee attacks; they're vicious. 


note 

You can recognize Captains by the standards they carry. When 
you see a red fiag waving above an enemy, you know it's a much 
tougher foe than average. 



INTRODUCTION • CHARACTERS & CLASSES RISE OF SAITRON • INSTANT ACTION • ACHIEVEMENTS & TROPHIES 










At the top of the wooden rannp, lob a fireball down to 
the base where wood nneets stone. The Captain, an Ore 
Mage, and several Grunts nnlll about the plateau below. 
Placing the hire Wall at the base will inflict dannage on 
any advancing enemies, hollow up with Lightning from 
a distance, then reignite the hire Wall on top of the Ore 
Captain when it's available again. 


Continue dropping hire 
Walls on the Captain and 
retreating back up the 
ramp if any Ore threatens 
you. Let your allies melee 
with the Captain; you 
want no part of that. If the 
Captain closes, release 
5hockwave to throw him 
backward (and hopefully 
over the ledge), hinish 


him off with Lightning if he escapes the fire. 


If you choose the Archer, your goal is never to encounter the Captain face to face. Pound the 
Captain with arrows from a distance up the ramp, and switch to the hire Arrow to brush it back if 
the Captain suddenly charges you. Your big challenge will be the Ore Mage's Shield. If that goes 
up, you can't fire through it. Wait for the Captain to approach and leave the protective confines, 
then nail it with a headshot or two. Otherwise, wait for the Ore Mage to drop the Shield and then 
concentrate fire on the spellcaster until it's no longer a problem. 



Warrior 


With the Warrior, you have to go toe to toe with the Captain. Unless you have mastered the 
Warrior's maneuvers by now, it will be a difficult fight. Work with your allies to swarm the Ore 
Captain if you can, and keep an eye out for the Ore Mage. You don't want a hire Wall popping 
up around you and killing you in seconds, so the Ore Mage may have to go first, depending on 
positioning. Special attacks should be used only on the Captain or Ore Mage. Pour on the combos 
if you can to put the Captain in a loop of damage and stunning effects. Of course, knocking the 
Captain over the edge can also seal its fate. 


I f The Ore Captain is not going to let you slip behind him, and he hits hard if you enter his melee 
range. It's best to throw Satchel Bombs from behind your allies and engage the Captain directly 
only at full energy. Go kill some weaker Ores if you need the energy, then take out the big guy 
with a powerful Poe Plammer or Blasting Powder. 


cm ^ p«UEl£l 
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CooPERAtivE Play 


IIIage ahd Warjvioil 


r 

WiTh The HIage SLinoinG eireballs ahd LiGHTninG, ahd healihg The Warriob^whehevei^he heeds iT, This 
parThership has The best charge oe success. The Archeigihay have Trouble geTTihg To ah Org fllAGE wiTh iTs 
H SniELD UP, but The Warrioighas no such Trouble; he simPLY charges straight eob^a IIIage who has iTs Shield up 
AHD SLicES iT inTo bits. The Two TogeTheiccah inELicT a healThy HEAPinc oe daihage on The CAPTAin, who won'T 
^B^sTay ARpUnD LOriG. 


oBoectfoe 5: f:\rze maclaine 




<xxxx>o<xxxxxx>o 


There's a wooden rannp 
leading deeper into the 
pit fronn the Captain's 
plateau. You want to 
descend this rannp, but 
only after you allow sonne 
of your allies to descend 
before you. There will be 
stiff resistance below; it's 
better if sonne of your allied Warriors engage the 
Ores before you get close. Protect thenn with a 
Shield if you spot Ore Plages or Ore Archers. 


At the base, lend your support as best you can. A Shockwave 
can break an enenny foothold, especially one that bottles up the 
base of the rannp. Continue dropping Tire Walls into the heart of 

.. the enenny's defenses. 

I Once you're range of 
J the Tire Machine bridge, 

I throw up a Tire Wall at 
' the exit point as often as 
possible to prevent enenny 
reinforcennents fronn 
joining the fray. 


Once enennies are cleared 

at the base of the first ' I 

assault the Tire Machine I 

bridge. Ore Mages will be ! 

the biggest threat; toss a 
fireball at them or hammer 

them with Lightning. On ■ r 

the bridge, heave fireballs 


down to the far end to create a hire Wall corridor that will kill most 
Ores that enter it and seriously wound the rest. Inch your way 
down the bridge until you get within range of the hire Machine 




'M 


wvi 








(the wooden post in the 
middle of the circular 
deck) and then throw 

fireballs at the machine until you burn it down. 


Alternatively, you can rush 
the hire Machine deck 
at a run. Porget about 
the Ore opposition and 
sprint around the hire 
Machine in a tight circle. 
As soon as your hire Wall 
is available, toss it onto 
the hire Machine, then 
continue running until the 
hire Wall comes up again. 


Mage 


47 
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You will probably take 
some damage, so Meal 
as you run to stay near 
full health. Three fireball 
hits should destroy the 
hire Machine. 


One last method of 
attack is with the bridge 
ballista. It's located on the 
opposite end from the Tire 
Machine (on the plateau 
with the ramp that leads 

up to the Captain's plateau). You can grab this and blast away at 
the Tire Machine until it explodes. If enemy Ores approach along 
the bridge, turn the ballista on them instead. 


Warrior 


If you don't go with the 
Mage, you'll want the 
Warrior. With so many Ore 
Mages running around, 
it's difficult for the Archer 
to maintain consistent 
damage, while the Warrior 
has no problem cutting 


through the Ore Mages. . 

Battle the Ores ^ 

before the bridge and set 

up your on the - 

Machine. You can 
seize the ballista and 
nuke the hire Machine 
with its artillery shots, or 

you can light your Bword on fire and torch the Tire Machine from 
close range. 


Archer 


Be patient with the Archer. 
You'll have to eliminate 
Ore Mages whenever you 
have a shot through their 
Bhields. Wipe out all the 
Ores up to the bridge so 
you have a clear shot at 
the machine. Each time 
the Eire Arrow is ready, 
launch one into the Eire Machine. If you control the near side of 
the bridge and hit the Eire Machine from long range, you'll do fine. 


www.primagames.com 




■ I-- 


Scout 


Cloak and slide through 
the Ore defenders that 
guard the short bridge 
to the Eire Machine. You 
don't want to risk fighting 
here unless you have to 
battle for your life, heave 
a Batchel Bomb at the Eire 
. «ir-. sL^ .. ^ Machine when you get in 

range. Cloak to hide from the surprised defenders, and repeat 
until the machine crumbles into ruin. 


S 


X CooPERiitivE Play 


HIage ahd Warjuoil 

Both The IHage ahd The WARpjoivcAn 
DEAL wiTh The Orc ITIages guardihg The 
Fire HlACHinE, so They irake The best paib^ 
EOIG.THiS OBfECTiVE, IHvCH LIKE THE SOLO 

strategies, gohTrolThe hear^side oe 
The bridge, grab The BALuisTA eor^exTra 

DAHIAGE, OP^STEADiLY ADVAHCE OH THE BRIDGE 
uhTil you cah reach The Fire ITlACHinE 
wiTh YOUiGDAmAGE. WiTh Two HlTTinG 
The niACHinE, you should ehd The FiRE 
niACHinE's Threat QuicKEY, 





oBjectJoe 



❖ isengaRt)^ 
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<xxxxx>ooo<xx>o<xx>ooooo<xxx>oo<x>oooo 



Archer 


You definitely want to switch to the Archer to take on your first 
major villain, Wormtongue. Against the Mage and the Warrior, 
Wormtongue's Cloak ability and one-shot kills are a big problem. 
Tortunately, the Archer can help to nullify Wormtongue's 
advantages. 


Wormtongue's Cloak ability is his main 
weapon, he can disappear from sight and 
sneak up on you if you don't track his every 
move, which will be difficult with all the 
Ore movement. When he draws in close, 
Wormtongue will either backstab for vicious 
damage or lob a Satchel Bomb on top of 
you for a one-shot kill. You need to identify 
his location, keep your distance, and land 
damage from afar. 





To track down Wormtongue, exit the Tire Machine platform and 
cross the stone bridge leading to the alcove with the waterfall 
pouring forth from the cliff face. Use your zoom to lock on 
Wormtongue and keep him in your sights. If you think you 
have a shot, take it, but don't go too far past the stone bridge. 
Wormtongue will sneak past your allies and stalk you. 


coution 



In your battle with the Ores and Wormtongue, 
watch your step. The stone bridge is very narrow 
and, in your effort to escape enemy damage, you 
may stumble over the edge if you're not careful. 


When you have a clear line of sight to Wormtongue, unload several regular 
shots on him. You can begin with the Poison Arrow to slow him down, but 
hold the Tire Arrow. Deal as much damage as you can until he gets close and 
then strike him with the Tire Arrow to knock him down before he throws his 
Batchel Bomb. Retreat to a safe distance and then repeat your barrage until 
he finally dies. 


Mage 

The Mage's attack plan is the same as the Archer's, except 
you don't have the luxury of the Archer's zoom to spot 
Wormtongue and your knockback attack (Bhockwave) can only 
be used in close combat. Approach Wormtongue's lair along 
the stone bridge and lob as many Tire Walls on him as you can. 
hollow up the fire with Lightning. Back up on the stone bridge 
and lure Wormtongue to cross through a hire Wall and into 
yet another Lightning blast, hopefully you finish him off before 
Wormtongue closes in for the kill. 





I 
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lt'5 5cout V5. 5cout in this 
tussie. CioaK and cross 
the stone bridge with your 
aiiies. Circie around for 
Wornntongue and see if 
you can spot hinn before 
he spots you. Land a biow 
first and Keep him on the 
^ ■ defensive so he can't 

counterattack with moves that you hoid near and dear to your 
own heart. Strike him squareiy with a Satchei Bomb and a speciai 
attack or two and the objective is yours. 


"CooPERAtivE Play 


ARCHEILAnD IHage 

AoAinsT WoRmTonouE, you wahT To sTay away 
AS Lono AS POSSiBLE; nATURALLY, both LOnO-RAnOE 

attackers will workbesT. Cross The sTohe bridge 
AHD get Thirgs started wiTh The IHage’s eireball 
LOB on Top oe WoRmTonouE. The ITIage ahd 
Archeigshould alTeriiaTe spegial attacks To keep 
W oRinTonGUE busy. For^exahiple, while The Archer^ 
strikes Him wiTH a Fire Arrow, The IHage READiES 
Fire Wall, oigaeTep^a Poison Arrow, niT Him wiTn 
A LiGHTninG bolT. Poup^on The DAmAGE unTip he 
DROPS, AHD REmEmBEP^TO RETREAT BACK^ALORG THE 
store BPjDGE iE mELEE COmBAT THREATERS. 


I 





Even more dangerous 
is the Warrior against 
Wormtongue. The viiiain 
can take a iot of damage, 


so it's uniikeiy that your 
speciai abiiities, even 
after a iong combination 
of biows, wiii siay him 
quickiy. Wormtongue, 
however, can kiii you with a singie biow. You wiii have to be on the 
move constancy to avoid his attacks and outmaneuver him. if you 
can iand a iot of side and rear attacks, you can defeat him. 






oBoectfoe 5^: acQciiRe tbe 


ke^ 


<xxxx>o<x><x><x><x>o<xxxx><><x><x><^^ 




To gain the key, simpiy ascend the ramp near Wormtongue's 
den and win it at the top of the next piateau. You wiii meet 
Ore resistance on the ramp. Biast 
away with Poison Arrow and Eire 
Arrow to ciear the way. Let your 
allies charge up ahead of you until 
they gain the rise. 


Archer 


I, 

! 
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Mage, Warrior, and Scout 


At the top, support your 
allies with more arrows. 
Continue punching holes 
in Ores until your allies 
secure the plateau. The 
hey sits in the middle of 
the clearing, and it may be 


difficult to spot with all the dead bodies piled up. 


Whether you use the 
Mage, Warrior, or bcout, 
it shouldn't matter 
too much. It's a short 
climb up the ramp by 
Wormtongue's den, and 
then you need to clear 
the plateau above. Tire is 
your friend, as the Mage's 
Tire Wall can burn multiple 
Ores if you can get into 
a good position up top, 
or the Warrior's fiery 
5word can blaze through 
foes. The Scout's Satchel 
Bombs function similarly. 
When the main Ore group 
has been broken, you 
can grab the key and 
continue on. 


CooPERi^fivE Play 


HIage ahd Argher^ 

Teaih up both rahged attackers To picicoee Orcs on The way To The key. Don'T cresT The summiT 
unTiL AETEP^YOUP^ALLiES POUP^inTo The CLEARinc. You WAnT To support Their ahd concEnTRATE youp^ 
EIRE on AnY Orcs ADVAncinc on YOUP^POsiTion. Picicup The key wheh The dusT settles. 


oBoectioe 6: take tbe key to tReeBeaRO 
aor) take cootRoL 


04Z a ooRraaot eot 

Archer 


Por your next objective to meet the most famous 
of the ents, Treebeard, you must climb another 
ramp and battle a few more Ores. Again, it's a short 
Journey that shouldn't prove too problematic if you 
stay patient and adhere to your strengths. As the 
Archer, advance up the ramp and target the nearest 
Ores as you climb. Use 


hire Arrow to brush back 
any that get too close 
to you. 






- ■r' - 


o<xx><xxxxxxxxxxxxxxx><xxxxxxxxxxxxxxxxxxxxxxxxx> 






www.primagames.com 



"CooPERAtivE Play 




r 


DESCRjption 

The miGHtY Trees oe FAnooRn Forest have 
comE To The aid oe The Free Peoples agaihsT 

SARymAH AHD isEHGARp’S DESTRyCTlVE 

PRAcTiGES. CohTrpl ohe oe These gIahTs ahd 
YOU Tower^above The baTTleeield. You cah 

BASH SmALLER^EOES OUT OE YOUIUU7AY U7ITH 
mASsivE EOREARm Tree LimBS oiugrab Their eor^ 
ohe-shoT KiLLS, ComBinE boTh uppEiuLimBS eor^ 

A POWERFUL SmASH THAT CAH TOPPLE WATCHTOWERS* 


WEAPons 

FLAiLinG Tree Truhks 
ST ompinG RpoTs 


0<X><>0<XXXXx><X>C>0<XX>C><XX><C><X><X> 

SPECiAL AfiiLitY 

• R^mPAGIHG Ahgeiu 


►i; ^ 


cm ^ i.wni£i ^ 


At the top of the ramp, 
you can see Treebeard 
a short distance ahead. 
You can either piay it 
safe and pick off any 
Ores in the battiefieid 
in front of you, or make 
a dash to deiiver the 
key to Freeboard's feet. 


Mage, Warrior, and Scout 

As with the Archer, battie 
up the ramp by the key 
and then out onto the 
ciearing above. Work your 
way to Treebeard to give 
him the key, then turn 
in your Staff, Sword, or 
Daggers for the power of 
mighty Ent tree branches. 


When you near Treebeard, 
you compiete the key 
objective, and then 
you interact with one 
of the nearby dormant 
Ents to take controi of 
them and compiete the 
next objective. 


HIage ahd Archeiv 

Spells ahd arrpws will fly as you ascehd The 
RA inP. Orcs will die on YOUiucLimB. Wheh you 

REACH TrEEBEARP'S AREA, YOU CAR SPEHD A HIinuTE 
or^Two DisPATcHinG The Orcs in The viciniTY. 
AfTer^ThaT, The PARtnEiywiTH The key hahds iT oveiu 
T o Treebearp, ahd Theh you boTh should inTERACT 
wiTh hearby EnTs To GAin The awesohie poweiuof 
The forpsT. 






"CooPERAtivE Play 


m 
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In the body of a giant 
Ents, you can wreak 
destruction on the little 
Ores and their fragile 
watchtowers. Swing your 
nnighty Ent linnbs back 
and forth to knock aside 
Ore attackers, or snnash 
down hard if you wish to 
eradicate one. You also can 


grab the Ores and throw thenn if they 


start to get annoying. 


Archer and Warrior 


There really isn't a reason 
to take the Archer or 
Warrior here. They will 
both take a little nnore 
work to down the towers, 
whether it's by Eire Arrow 
with the Archer or fire 
Sword with the Warrior at 
point-blank range. 


March toward the nearest 
watchtower, and don't let 
the nneandering Ores beconne too nnuch of a distraction. It will 
take thenn a while to hack you down, and it's nnore innportant that 
you reach the watchtowers and pound thenn into the ground. 

Eour or five heavy hits fronn the Ent will topple each tower. The 
lowly Ores guarding the pair of towers are no nnatch for the brutal 
power of the Ents. 


Mage 

If for whatever reason 
you don't want to step 
into an Ent body, choose 
the Mage. Your fireballs 
will burn the towers down 
faster than another other 
class attack, and you 
won't even need to get 
your hands dirty in nnelee. 


~ ■ - — 

^ Avoid the Ore attacks 
as you hurl fireball after 
fireball. Shockwave slays 
or stuns any Ores that 
approach too close. 


Let The EnT do iTs THino. Ie The EnT geTs low on 
health, The IHage car heal boTh playep^, all The 

WHILE ARGinG EIREBALLS inTO THE WATCHT0WER§ AS 
WELL. Where The br^Te eorce oe Two EnTs car 
destroy The Toweb^ QviGKLY, The Team oe ErT ard 
rilAGE ADDS A BlT OE EIRESSE TO EfGHT. 


EnT AHD IIIage 
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DESCFjption 

niiDDLE-EARjH’S GREATEST WIZARD, GaRDALE, IHATCHES 
VP WELL AGAinsT ARY OE SaVRQR’S EOES, YoV ShALL 

Hot Pass! destroys EREmiES rexT To Him, while 
L iGHTniRG ARD Clearsirg Fire bvrrs Them aT 
rahge. Ir close comBAT, Gardale cvTs Throvgh 
EOES BETTEB^THAR YOV’d EXPECT WITH HIS TRJJSTY 

GLAmDRiRG in hard. All Tnis POWEP^comES in a 
ERA mE That cah hahdle loTs oe damage, ahd ever 
iE The lories oe EviL hiarage To hvrF Him, Gahdale 
is ORLY ORE HEALinG WiSDOm AWAY EROm RTTVRRiRG 
To EVLL health. 


oBaectloe 


9 : copturze tine T>oorzs of orztlnciuc ooo 


Continue on after the 
watchtowers to the base 
of the Tower of Orthanc. 

There you'll see a capture 
area near the open door. 

If you've done your job in 
front of the watchtowers, 
there won't be nnany Ores 
wandering around the 

area. Lunnber in with your Ent and swat aside any Ores foolish enough to stand in your way. 


Control the capture area 
with your Ent. Stand in 
the nniddle to start the 
flag tinner and attack any 
enennies that approach ' 
so they won't disrupt your ‘ 
capture attennpt. Your 
allies will help, and you'll 
soon surround the area. 


Mage, Archer, and Warrior 

Again, there is no need for 
any of your nornnal classes 
here; the Ent can tear 
through defenses better, 
however, if you go with a 
regular character, rely on 
their strengths. The Mage 
should carpet the capture 
area with fire. The Archer 
picks off targets fronn long 
range. The Warrior wades 
into the thick of things with his Sword blazing. 




Ent AHD IHage 


The ErT doesr'T really reed ary help To secvre 
The area in erorT oe The Tower^oe OrThahc. The 

niAGE WILL yVST ADD EIRE DAfflAGE AS THE EhT RjPS 
apart ary POES That gvard The capTvre area. A 
TiniELY Heal PRpm The ITIage cah ehsvre The pighT 
EHDS in TRivmPH. 


f \ 

WEAPons 

• GLAHIDRinG 

• LiGHTniRG 

oc><xx><c><xxx><><x><>c>o<x>c>c>o^^ 

SPEciAL AfiiLitiES 

• HEALinG WisDom 

• Yov Shall HoT Pass! 

• CPEAnsiRG FiRE 

V ^ 











CooPERi^tivE Play 


Gahdalf ahd HIage 


p 

WiTh The HEALino ERpm boTh Gahdale ahd a 
niAGE, SARymAH doesh'T have a chahce. Gahdale 

H EOLLOWS The SAIHE GAmE PLAH AS His SOLO EORAY, 

AHD The HIage simPLY hahgs BACiGAnD Heals 
WHEHEVE iyiT'S READY. As THE IIIaGE, STAY OVT OE THE 
H EIGHT; SARymAH cah ToasT Yoy wiTh a sihgle strike. 


❖ isengaRt) 3 
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Mow climb the stairs to Orthanc's topmost tier. Watch the 
cutscene carefully when you reach baruman's chamber. The evil 
wizard sets up for a sneak attack on the doorway. You must react 
very quickly to get off a shot and not be caught by a massive 
assault from baruman. 5tep into the doorway, lob your fireball at 
baruman's head, and then sidestep back to safety. 


You can continue this 
attack-and-retreat 
maneuver, or you can 
quickly duck into the 
room and battle it out with 
5aruman spell for spell. 


Dodge his fire and counter 
with quick Lightning 
strikes to keep him off 
balance. You Shall Mot 
Pass! will damage him and 
give you a few seconds to 
set up a follow-up attack. 

A few Cleansing hires will turn the dark wizard into ash, and you'll 
have conquered the Isengard level. 


Gandalf 

One last challenge remains: 

Slay Saruman. hirst, though, you 
have one of Saruman's Captains 
guarding the lower level of the 
Tower. The Captain stands just 
inside the first-level door on 
the far side of the room. Cast 
a fireball at him, then retreat 
down the stairs to avoid the 

counterattack. Charge up and, when the Captain comes into view, 
blast it with a Lightning bolt. If you knock it to the ground, run up 
to the Ore and hit it with You Shall Mot Pass! One last Lightning blast or Cleansing hire should finish the 
Captain for good. 


Warrior, Mage, and Archer 


If Gandalf perishes battling 
Saruman, you can still 
survive with your regular 
classes. The Warrior may 
be the best of the bunch. 
Charge into the room 
and throw a shoulder 
into Saruman. Keep him 
reeling long enough to set 
up your sword combos 
and strike him down with 
your fiery attacks. If you're 
the Plage, you have to 
pretend you're Gandalf 
and hang in the fight 
longer to deal enough 
damage to win. The Archer 
has a real challenge; nail 
Saruman with enough 
critical hits to kill him 
before his spells catch up 
with you. 


1 
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War of the Ring 


oBoectJue i: rzaLL^ cJOJth giraLi at BaUa^s tome 


<xx> 


Scout 


The Mines of Moria breed 
despair iiKe a shadow over 
your heart, hortunateiy, 
though, the gioonny 
underground setting 
provides ampie shadows 
for the 5cout to work his 
steaithy sKiiis. Where the 
Warrior couid power his way 
through, the 5cout wiii have a nnuch easier tinne siipping out of invisibiiity for quick Backstab or a kick 
to the throat, if you choose not to surprise nnore than a few Ores, you can opt to siip across to Baiin's 
Tonnb without ever being seen. 


Bave your energy for 
swarnn situations and 
trigger your Biasting 
Powder to brush the 
enenny back, or even use 
Poe Piewer with sonne 
quick nnovements to siice 
through nearby Ores. 


If the Bcout gets 
surrounded, which is likely 
in this fight with so nnany 
alcoves and so nnany 
Ores seenningly swarnning 
fronn every corner, he can 
rely on his crowdbreaker 
abilities to gain sonne 
breathing roonn. 


As you battle across the 
channber, Baiin's Tonnb 
is off to your far right. 

Once it is in sight, you 
can nnake a sprint for the 
open door rather than 
draw blades with each Ore 
you see. At full energy, it's 
even easier: Blip into the 
shadows and reappear at 
the next objective. 


Mage 


The Mage excels at crowd 
control and area-effect 
attacks. On this first 
objective, the Ore groups 
are large and the Mage 
has lots of opportunity 
to show his skills. Pully 
charged Lightning can 


drop three or four enennies in one clean sweep, as can Pire Wall 
and Bhockwave. The only downside of using Mage here? You can 
beconne trapped against a pillar or the nnass of enenny bodies, 
and should the combos start flying against you, the Mage can fall 
before his Pleal ability saves him. 


Warrior and Archer 


— — There's nothing wrong 

taking the Warrior 

objective; really comes 
down to personal fighting 
preference. It's a little 

if ' more difficult to cut 
' through so many Ores 

Warrior than the 
Bcout or Mage, mostly 
because the Bcout's 
evasion and the Mage's area-effect spells can handle more 
enemies quickly. The Archer can steadily approach the Tomb 
with solid sharpshooting skills, but with no natural healing and 
little crowd-control, you don't have the same margin for error as 
the others. 


HIage add ScovT 

Both IHage ahd Scout are equipped To reach 
Balih's Toirb tHEmsELVEs; ToceTheiq They help each 
OTHEIQCREATLY inSIDE fllORiA. The fllACE cah cleab^ 
The paTh, ahd The ScouT cah backsTab ahy EHEmY 
Tpyinc To sheaicup on The IBage. it's An eeeecTive 
PAR tnERSHIP To SLICE THROUGH THE OrC RESisTAHCE 
AHD REACH GlUILi AHD CREW RELATIVELY UHSCATHED. 
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oBjectlae sz XDefer^XD BaLto^s toraB 


After you battle through the Ores 
to the 

your 

You never to pass up the 
chance to play with a true hero, 

50 take control before the enenny 
Knocks down the tonnb doors. BRg y 
You nnust hold Balin's Tonnb for ^ 
one nninute and 30 seconds. It 

won't be easy. The Ores swarnn in the front door with a Troll intact, 
and the crannped quarters nnake nnaneuvering difficult, halfway 
through the fight, the side wall will burst open, and nnore Ores and 
another Troll add to the assault. 


Qlnnli can handle the challenge, though. A few Ores will pour forth ahead of the large Troll; take them out first. Standard light and 
medium attacks will stop them in their tracks and build up your energy meter to full. If you start feeling claustrophobic, use your 
Medium Attack to back the enemies away. 


DESCFjption 

You nEVER^wAnt To ihess wiTh ah argry Dwarf, 

ESPECIALLY A WELL-ARmED, EXPERt COmBATART LIRE 

GimLi. Short ir size, buT sTouT ir sTrergTh, GimLi 
movES QUICKLY with Dwarver Rjjr ard challerges 
ARY erehiy’s iiielee deferses with Balir's Reverge. IToT 
To BE OUTDORE by his FELLOWSHIP PALS ArAGORR ARD 
Legolas, GimLi car ouTrighT destroy ar eremy iR 
comBAT wiTH The bpl/Tal Lorgbeard Pourd. He’s also 
BEER KROWR To SiRGLE-HARDEDLY TAKE OUT TrOLLS. 


WEAPons 

• Battle Axe 

• Satchel Bomb 


o<xx>c>o<xx>oo<x>o<xx><>o<><x>c><xxx> 

SPEciAL AfiiLitiES 

• DWAPyER Rjjr 

• BALiR’S P^VERGE 

• Lorgbeard Pourd 


Whenever you get In serious trouble, power up 
for a Dwarven Run to escape a crowd or dish 
out damage with a Balin's Revenge sweeping 
energy attack. You can also forgo direct hand- 
to-hand combat. Circle around the tomb and 
launch Satchel Bombs into the Ore crowds or at 
the Troll's feet. 




Gimli's energy-charged Longbeard Pound cannot be interrupted by 
enemy attack and is the most damaging single-hit attack in the game. 
Also, he is the only Warrior with Satchel Bombs. 







War of the Ring 
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I Warrior, Scout, and Archer 


— ■ ■■■■ < '»>ii * 

Eventually, you will have to 
deal with the Troll to avoid 
getting overrun (two, 
actually, as a second Troll 
will show up soon after 
the first). You have two choices to slay the Troll. You can surprise 
It fronn behind, clinnb up Its back, and perfornn the randonniy 
displayed BacKstab connbo to cut through the beast. It takes 
sonne nnaneuvering skill to get behind the Troll In close quarters, 
and sonne button quickness to hit the connbo before the Troll rips 
you off Its back. It certainly can be dangerous; one wrong step 
and the Troll can grab you and one-shot kill (ninnii. Or, you can 
slowly deal dannage to the creature. A fully energized Longbeard 
Pound crushes a wounded Troll, and two will slay It for sure. 


Out of the three rennalning 
classes, the Warrior can 
probably handle the 
cuts and bruises the best. Mis Pledlunn Attack will buy precious 
seconds, and the Warrior's energy blows can kill enennies 
effectively. The Bcout nnay be able to pull this off, too, although 
Cloak won't do much good In here and less health than the 
Warrior puts the Bcout more at risk. The Archer should find a 
corner or one of the balconies and fire away from the action. 


Mage 


Bhould Clmll fall In less 
than a minute and a half, 
your class characters will have to save the day. The Plage, believe 
It or not with all this melee combat, works best. Eire Wall Is the 
best special ability In the room. It can wipe out four or five Ores 
with a single cast, and sometimes you need that killing power to 
reduce the number of Ores quickly and stop an overrun. Bimilarly, 
Bhockwave can repel multiple targets, particularly if you launch 
one In the center of the chamber next to the tomb. Of course. 
Meal can steal the show by keeping you alive in a tough fight 
and strengthening your allies' fighting to keep the numbers on 
your side. 


: CooPERAtivE Play 


GimLi AHD HIage 

ti 


WhaT GiraLi HEEDS is To be assured of LAsTino 
A liTTle LonoEB^in This Tough eIghT, ahd ThaT's 
exagTly whaT The IHage oeeeb^. Ever ujiThouT The 
HIage's AU 7 ESOHIE Fire Wall ard Shockwave, his 
HEAL inG CAR CORTinUE To KEEP GinILI AHD oTheb^ 
ALLIES ARpURD LORGEP^TO SUPyiVE THE ORSLAUGHT. 
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coation 

Watch your step in the mines, especially when back-peddling. 

The paths are not wide, and a single misstep will drop you to 
your doom. Better to take several hits in combat than tumble off 
the brink. 


^ 5o far, 50 good, but that's 
the easy part. Ore Archers 
have you in their sights aii 
around the vast cavern. 
Without defense, you'ii be 
ripped to shreds before 
you're haifway down to the 
prison ianding. instead, 
throw up your bhieid and 
waik siowiy toward the 
iower ianding. Try to Keep 
as nnany of your aiiies in the bubbie as possibie. 




oBjeetJoe 


5: Lock tbe tRoLL przison 

Mage 


<XXKXXXXXX><XXXXX>00<>00<X><>0<> 


Winning the battie at Baiin's Tomb 
is just the first step of many tough 
batties to escape the Mines of 
Moria. You shouid ieave through 
the hoie in the waii, courtesy of 
our second Troii friend, to proceed 
deeper into the boweis of the 
underground chambers. 


Two more Troiis guard 
the prison gate. The first 
wiii iumber toward you 
as soon as you reach the 
landing. Stand between 
the stone of the large 
support column holding 
up the ramp. This provides 
protection from the Ore 
arrows and allows you 
to drop your Shield and 
power up your spells. Let 
your allies charge the Troll 
and distract it temporarily 
as you power up. Throw a 
hire Wall on top of the first 
Troll, then heat up your 
Lightning. Repeat until it 
drops. You'll probably have 
to retreat up the stairs 
before you deal enough damage to kill the Troll. Be careful where 
you step and watch out for the enemy arrow barrage. 


Your objective is to flip 
the switch. If you need 
more incentive, the longer 
you wait, the better the - 

chance that another Troll will stride out of the prison. Don't wait. 
Throw a Tire Wall at the Troll to distract it, run along the left edge 
and pull the lever as soon as you can. Even if you take a hit or 
two, it's worth completing the objective. 


The second Troll and 
some more Ores guard 
the switch that controls 
the Troll Prison gate. 


Deal with the Ores on the 
steps leading down to the 
Troll Prison. Let your allies 
press forward, while you 
stand atop and rain down Eire Walls and Lightning. On the first 
landing, a palisade blocks the way. Ignite it if combat continues, 
or wait till the Ores have perished and bash it in. 







War of the Ring 


Scout 


Archer and Warrior 


Although the Mage has 
the offense and defense 
to deal with the objective 
challenges, the 5cout has 
the guile. You can either 
slice through the Ores 
on the upper staircase, 
or go into Cloak nnode. 
Avoid the enenny arrows 
by using Cloak, and try 
to slip past the Trolls to 
pull the prison lever. The 
only problenn with this 
plan: The Trolls take up 
so much space they can 
block the entire path and 
prevent you from slipping 
by. If you can't sneak 
by, you're going to have 
a tough time fighting 
through the Trolls. 


Because of his ranged 
superiority, the Archer has . ' ^ " 

the nod over the Warrior if 

you choose to play either of these two classes. You'll have to be 
swift moving through the arrow zone — even you can't out-sling 
dozens of Ore Archers — and then accurately clip the oncoming 
Ores and Trolls with headshots for maximum damage. The Warrior 
will have to be even more patient, relying on a lot of help from 
allies in front of him. Tor both Archer and Warrior, if you spot an 
opening in the enemy defenses, rush for that prison lever. 


jCooPERAtivE Play 


■ Mage ahd Mage 

The niAGE is so equipped eor^This CHALLEnoE That Two are beTTep^Thah ohe. You geT Twice The 
EiREPOWER^ Twice The Shield, ahd Twice The HEALinc power^ie dahiage slips Through, Ohe IIIage cah 
^B^^baTTle The Trolls, while The oTheiqcar£eully Throws The prisoh swiTch ahd coiiipleTes The OBjEcTivE. 
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oBJGctioe 4: captufZG ttiG Bmr)ge 


<xxxxxxxxxxxx><xxxxx><xxxxx><xx> 


Mage 


Trom the Troll Prison, follow the stairs along the 
left wall and up to the bridge landing. It won't be a 
welcome place; there are Ores swarming around 
and at least one Troll ready to pound your skull. 
Allow your allies to play vanguard, while you support 
with fireworks 
and healing. 
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Reinforcements will show 
up from across the bridge. 
Your job is to eliminate 
the Ores guarding the 
capture area and allow 
your allies to push forward 
onto the bridge. Tollow 
behind them and throw 
damage across the bridge 
at the incoming Ores. If 
they return fire, pop up 
a Shield, then cover the 
bridge with a Tire Wall to 
catch any foolish enough 
to cross. Wait for the 
capture meter to fill up 
blue and the objective 
is yours. 


Warrior 


The Mage can seize the 
bridge from afar; the 
Warrior plows right in. The Ores are in such concentration around 
the capture area that a Warrior can build up tremendous combos 
Just by a series of short attacks or sweeping his Sword around. 
Ignite your Sword and lay into the enemy with heavier attacks for 
the kill. 


g 

I 

<> 




<> 

I 

o 





You can quickly kill enemies by knocking them off the edges 
around the bridge. An attack like the Mage's Shockwave or the 
Warrior's Flame of Fury can throw an otherwise tough foe to their 
instant death. 


Scout & Archer 


sT'- 



The Scout and Archer 
can do the same things 
that the Warrior and Mage 
can do against the bridge 
Ores, only it may take a 
while longer. The Scout 
should forgo backstabbing 



for short attacks, dodges. 


and crowd-breaking 
moves. The Archer can 
use Tire Arrow to blow 
enemies off the ledge, 
and Multi-Arrow always 
lands targets. 




ConTinvino where yov leeT oee aT The Trpll 
PrISOH, a PAIB^OE rrlAGES CAH KEEP THEIB^ALLiES 
ALIVE EVER LOnGEP^EOP^tHE ASSAVLT OH THE BRIDGE. 

rnvLTiPLE Fire Walls will bvrii The Orcs oee The 
BRIDGE in HALE The Tihie. Double Shockwaves hiay 
EL inG ARY REraAiniRG Orcs cleap^oee The side ard 
CLA im The obIecTive wiThovT BREAKinc Too mvcH 
OE A sweat. 
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CooPERAtivE Play 


War of the Ring 


oBoectJue s^z rzaLL^ cJOJth ganzyaLf 


Mage 


Even after the Ores lose 
the bridge objective, 
there will probably still be 
Ores lingering on the far 
side. Back up your allies 
with Lightning and Eire 
Wall when it's available. 

Once you reach the stairs 
along the far cliff wall, you 
should be fine. Qinnb the stairs, enter the channber above (where you started the level), and look 1 
corridor that leads back down into the large channber where you battled all the Ores leading to Balin'f 
Tonnb. Mere you will find Oandalf and the final battle against the dreaded Balrog! 




for 


the 


Gandalf is better than Saruman at dealing with groups of 
enemies: his Cleansing Fire is very wide, and his Lightning 
spreads to many foes, charged or not. However, his attacks 
deal less damage to each target. 


Warrior, Scout, and Archer 


There's really not nnuch 
fighting to be had 
here, so any class can 
reach Oandalf without a 
problenn. You'll probably 
end up using whichever 
class finished the 
bridge objective. 


As wiTh solo play, There really ar£h'T Too niAHY 
Orcs To deal wiTh on The secohd hale of The 
BRIDGE, AssvminG yovigITIage ahd IHage paiig 
SURVIVED The bridge OBjEcTivE inTAcT, They'll yvsT 
conTinuE on here. 


Mage ahd Mage 


WEAPOnS 

• GLARIDRinG 

• LiGHTninG 
<x><><xx><>o><xxxxxxx><xxxxxxx>o<x> 

SPECiAL AfifLitiES 

• HEALinG WisDom 

• You Shall IToT Pass! 

• CLEAnsinG Fire 


DESCFjption 

rniDDLE-EARtH'S GREATEST WIZARD, GaUDALE, RIATCHES UP 
WELL AGAinsT AHY OF Saurph’s minfons. You Shall FloT 
Pass! desTrpys EnEmiES hexT To Him, while LiGHTninG 
AnD GLEAnsinG FiRE buriis Them aT raage. in close 
comBAT, Gabdale cuts Thrpugh eoes beTTer^Thaii 
you'd expect wiTH His TrvsTy GLAmDRinc in hahd. All 
T nis POWEipcomES in a ERAmE ThaT cah hahdle loTs 
OF DAMAGE, AHD EVEII iE THE EORCES OE EViL fflAHAGE TO 

hurt Him, Gahdale is oiily ohe HEALinc WisDora away 
ER pffl RETURIlillG To EULL HEALTH. 
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Save Gandalf 's Lightning for the Balrog. It deals the most damage to the 
foul creature. Your other abilities can defend against the pesky Ores. 






As you enter the channber, the Balrog stirs. 
Once it turns its attention to you, forget about 
the Ores. Always try to Keep it in sight; you 
don't want a flanning sword cleaving Qandalfs 
skull in half, and you certainly don't want to be 
cooked in a conflagration. 


Against the Balrog, you always want to be on the nnove and charging your Lightning. If you stand still, the Balrog 
can turn you to ash in seconds. Weave between the stone colunnns, and use thenn as shields whenever it 
unleashes a fiery barrage, hit it fronn one side with Lightning, then run to the opposite side and spark another fully 
charged Lightning blast into its face or torso. 


oBjectlae 6: kiLL the BaLrzog 

Gandalf 


<xxxxxxxxxxxxxxxx><xxxxxxxxxxxxx>o<xx>oooo<x> 


Qandalf is here to deal 
with the Balrog, but 
first he has sonne Ore 
foot soldiers to get out 
of the way. You want 
to concentrate on the 
Balrog in a nnatter of 
nnonnents, so the nnore 
Ores you can clear 
now, the less hassle you'll have when dodging the 
Balrog attacks later. Use Tire Wall frequently to burn 
Ore groups, and Bhockwave whenever you sense 
one on top of you. 
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If you can't take the best Mage in Moria, opt for the second best. 
The Mage follows the sanne attach sequence as Qandalf, except 
your Lightning blasts won't do as nnuch dannage. That nneans 
you'll have to exercise even more caution and patience to prevail. 


Continue this hit-and-run 
Lightning assault until 
the Balrog crumples. 

You'll probably need a bit 
of healing to stay alive. 
Whenever you get low, 
retreat even farther in 
the chamber to recover 
health and then continue 
the game plan. It's going 
to take time to bring the 
monster down. If you can 
stay patient and keep from 
getting too close to the 
Balrog, Candalf will survive 
this encounter with one of 
his arch foes. 


Mage 


Warrior & Archer 


The Warrior and Archer 
will have a very difficult 

time against the Balrog. ^ 

Your best bet is to serve 

as Qandalf's bodyguard. Keep the Ores off of him so he can do 
his job. If, and only if, Qandalf has no immediate threats can 
you look to add a little damage on your own. 


CooPERAtivE Play 


Gahdalf ahd IHage 

wr- 


it's ALL about double LiGHTninG blasts. The itiore 
LiGHTninG YOU gah POUi^inTo The Balrpg, The 
easTeighe'll eall. The regular^ ITIage should hahg 
BACicA liTTle To avoid dyihg in a sihgle stroke. 
BoTh players should ear out ahd get on opposite 
siDES OF The Balrog. Wheh iT uses iTs eire powep^, 

OnLY OHE SHOULD BE in DAnGER^ARD THE OTHER^ 

CAR GOURTERATTAGIG SpLIT ITS ATTERTion To LESSER 
DAIHAGE, WHiLE DOUBLIRG UP OH YOUR^OWR, ARD YOU 

WILL erjoyThe suhlighT sooh, eree ERpm ITIorIa's 

DARIGEIIIBRACE. 
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❖ botofog osgiLiatb 



<xx>oo<xxxxxxxxxxx>ooo^ 

O start 
O Objective 1 
© Objective 2 


LEQEriD 

0 Objective 3 
0 Objective 4 
0 Objective 5 


0 Objective 6 
0 Objective 7 
0 Faramir 


oBjectlae i: RaLL^^ to tbe east Bank <x>oo<x><x><>oo<>o<xxx><^^ 




Scout, Archer, Mage, and Warrior 


There's really not nnuch to this 
first objective, blmply run forward 
to the battle against the Ores. 
Take your pick on which class you 
want to perfornn the 100-yard 
dash. You don't have to worry 
about your cooperative play 
configuration either, other than 
choose the two classes you want 
to play for the Ore assault party. 






❖ boLt^tag osgiLiatb |i 


War of the Ring 


oBoectJue 2: kiLL the orzc assault pant^ 


<XXXXXXXX>0<X>000 


Mage 


Ores begin pouring over the ruined waiis in the nearby courtyard. 
As the Mage, your area-effect speiis wiii come in handy to take out 
iarge groups swiftiy. bhocKwave 
wrecks any Ores attempting 
to tackie you, whiie hire Waii 
burns severai Ores with each 
toss. Your Lightning wiii aimost 
aiways have muitipie targets at 
the fight's outset. 


When you stop seeing 
Ores ciimbing over the ! 

waii and see oniy iifeiess 
Ore bodies on the ground, j 

the battie might seem 1 

over, but it's oniy the j 

haifway point. The Ores I 

have an ambush pianned. ^ 

Ore Archers wiii spray the ' 

courtyard with dozens i 

of arrows, and anyone 
unprotected wiii be destroyed. Another great reason for piaying 
the Mage on this objective is the Mage's bhieid. You don't have to 
move to avoid this ambush. Throw up your bhieid and iisten for 
the aiiies' voices to give you the aii ciear. 


Keep to the perimeter 
in this battie. There are 
lots of bodies colliding 
as your allies repel the 
constant stream of Ore 
reinforcements coming 
over the far wall. Use Heal 
to stay full and patch up 
any allies you see with 
the green plus floating 
over their heads. When 
you see a good offensive 
opportunity, unleash 
Lightning or Tire Wall and 
keep those feet moving. 


Tor the second round of 
the Ore assault, follow the 
same game plan as the 
first. Use your area-effect 
attacks from a distance. 
You may have an Ore or 
two charge at you; keep 
a Shockwave or Lightning 
ready to deal with them. 


Scout 


As the Scout, you can 
avoid the crush of the 
crowd with your Cloak 
ability and sneak around 
to pick off Ores on 
the perimeter. If Ores 
surround you. Toe Hewer 
and Blasting Powder are 
your weapons to clear 
space. Like the Mage, 
when the Ores' arrow ambush occurs, you can become invisible 
and avoid it completely. 
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5tay wide of the main Ore 
assauit and pop arrows 
into the throng, hire 
Arrow and Muiti-Arrow 
can siaughter muitipie 
foes. Poison Arrow siows 
any groups that eye you. 
When the arrow ambush 
happens, stick ciose to 
the waiis and out of sight. 


You'ii have to be on 
your toes to Keep tabs 
on aii the Ores, it's easy 
to faii prey to a series 
of Ore biows and go 
down quiekiy. Use your 
sweeping moves to 
drive Ores back, and 
your combos to buiid 
momentum. When the 
arrow ambush starts, run 
for the waiis or head back to the starting area to avoid the peiting. 




: CooPERAtivE Play 




H HIage ahd Warjuor^ 

You HEED The ITIaGE EOIGHEALinG AHD THE ShIELD DURIHG The OrCS' arrow AfflBUSH. The WARRIOIGPROVIDES 
The musGLES, WiTh area-eeeegT dariage ahd GLOSE-comBAT expertise, This PARtnERSHip has iT govered. So 
^^^LOHG AS The Warrioi^sTays close To The HIage ahd keeps Him sale, you should do well. 


oBDectiae 5: raociot a boRse 


<xxxxxxxxxxx><xxxxxxx>c>o<xx>ooo<xxx>ooooo 


Cooperative Play 


HIage add Warrjoiu 

The niAGE AHD WARRIOR^TEAmED UP WELL IH 
The PREvious OBjEcTivE, ahd They fusT keep The 
momEHTum goihg here. BoTh players should Ryn 
bacicTo The sTarTihg area as soon as The words oe 
wARTiinG sounD about The incomino lire. Ohe oiv 
both should hop on a hop^e aad gallop Toward 
The hexT OBjEcTivE. 


Archer 


Warrior 


Mage, Scout, Warrior, and Archer 

Whichever eiass you piayed for the iast objective, you'ii carry 
through here, it doesn't matter who you have, but you need 
to iisten to your aiiies' voice cues. The courtyard you've been 
fighting in is about to get pounded with catapuit fire, and if you 
iinger, you'ii be flattened iike the soon-to-be-rubbie waiis. 


As soon as the Ore 
assauit ends, you need 
to run at fuii speed back 
to the starting area. Don't 
fooi around, if you deiay 
for even a few seconds, 
it might be too iate. Return to the starting area and wait for 
the war horses to appear, hop on one and you've compieted 
the objective. 









caution 

Fell Beasts scream out of the air and take runs at the bridge. 
Watch for the beasts' shadows as they swoop down or you will be 
scooped up by their deadly talons. 


You may start taking 
wounds from the 
surrounding Ores, if the 
horse isn't flattening 
enough Ores for you, 
dismount and retreat baek 
up the ramp. Cast hire 
Waii repeatediy into the 
eapture area untii most 
of the Ores are erispy. 
Lightning heips too. When 
you see resistanee thin, 
enter the eapture area and 
try to hoid it. 5hieid ean 
proteet you from ranged 
missiies; bhoekwave 
proteets you from 
ineoming meiee attaekers. 


❖ holTDing osgiLiatb | 
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oBoectiue 4 : capturze the sanctuarz^ 


00<XXXX><X><XXX><>0<>000 


Mage 


By jumping on the horse, the Mage's 
weakness — Meiee Attaeks — are erased as the 
horse adds offense with a hoof stomp straight 
ahead or you ean bash out to either side. 
Dozens of Ores guard the bridge between the 
starting area and the Banetuary, and you'ii ride 
the horse through them. You ean ehoose to 
haek away as you eharge or spur the horse on 
to speed you to your finai destination. At the 
end of the bridge, ride the horse down the 
ramp on your ieft. The Banetuary eapture area 
is at the bottom of the ramp. You must eontroi 
that area, and you ean start deaiing damage 
with your horse. 


Ore reinforeements wiii 
arrive from the east. 

From the eapture area, 
eoneentrate your Fire 
Waiis on the aeeess 
between the iedge to your 
ieft (by the river) and the 
dais to your right. Aii the 
reinforeements have to 
eome through that gap. 


Warrior and Scout 


Both the Warrior and the 
Beout wiii have a bit more 
of a struggie to overtake 
the eontroi area. Try to 
rip through the Ores in 
the eapture area as fast 
as your biade wiii aiiow. 


Archer 


The Areher works in mueh 

!! the same way as the 
Mage, oniy going a iittie 
more patientiy to pinpoint 
targets one by one instead 
of in groups. Btay baek on 
the ramp and move baek 
and forth as you dodge 
ranged fire and return your 
own. When the eapture 
area opens up, or if an 
enemy eioses on you, move down to the right side of the flag 
(the western flank) and fire from baek there. Eventually, enough 
allies wiii show up to heip you eontroi the area. 


Borne Ore Arehers 
may stay behind 
and avoid your 
fires. You ean try 
to out-duei them, 
or sit baek with 
your Bhieid and 
hoid the eapture 
point that way. 
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"CooPERAtivE Play 


ARCHEILAnD HIage 


r 

PePPER^THE capture area with RAHGED EIRE ERpm 
boTh The IHage ahd The Archer^ 1 e you heed 
DEEEHSE, The IHage gah Throw up his Shield, Ohce 
The capture area clears ouT a biT, ohe player^ 
movES in EOR^conTROL ahd The oTher^waTches eor^ 
The REinEORE^EmEnTs, OncE boTh player^ ehTer^The 
capture area, iT’S ALL over^eor^The Orcs. 

IP 






oBoectfoe 5^: uaLl^ to the rzongefzs <XXXXXXXKXXX><X><XXXX><><XXX>^ 


You must wipe out the 
first Ore defenders 
before too many of the 
reinforcements show up 
from the eastern flank, 
if you can do that and 
intercept reinforcements 
before they reach the 
capture area, you can win 
the area. 


Faramir 

Your fifth objective is another 
short run, oniy this time you 
get a hero to do the honor. 

After you beat the Orcs at the 
Sanctuary, you have the option 
of seiecting Taramir, and you 
definiteiy shouid for the coming 
tasks. Return up the ramp 
and turn ieft. The barricade 
that previousiy biocked passage down the rest of the bridge 
has been removed, so you can race down this iast stretch and 
compiete the objective when you rendezvous with the rest of 
the Rangers and Trodo. 


DESCFjption 

As The leader^oe The last bahd of deeehders in OsGiciATH, 
iT BECOmES pARi^miRlS JOB To SAEEGUARP THE HOBBiT pRpDO 
AHD REPEL The OrC inVADERg. FORfUnATELY, he’s well 
PREPARED EOR^THiS RQLE AS A BEEPiER^WARRiOR^ WiELD 
YOUIGPiRE-CHAROED SwORD AS OPTEH AS YOUR^EHEROY wiPL 

ALLOW. The moRE daihage you DisH ouT To Orcs, The 
moRE THEiicATTEnTion Turjis To you ahd keeps Frpdo 
SALE. GonDORiAn Courage ahd Steward of Gohdoic 
CO mE in PARTiCULARLY HARDY TO SPLillTER^CRpWDS AIID 
SLAY TROUBLESOHIE POES. 


WEAPons 

• Sword 

• THROwiriG Axe 

<X>0<>(X>0<XXX>0<XX><><XXX><XXX>00<> 

SPEciAL AfiiLitiES 

• RaiigerIs FiRE 

• GonDORiAn 
• ourage 

• Steward of Gordor^ 


Every one of Earamir's energy-charged attacks 
can be mashed for many more hits — with fire! 




❖ 
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Warrior, Scout, and Mage 



Any of your classes can 
connplete this objective 
easily; there are no 
enennies to hassle you. 

If you aren't relying on 
Tarannir's skill, choose 
the class that will perform 
best for you on the 
next objective. 


pARAmiR^AnD IHage 

As WITH solo play, you're GEARinO UP eoigThe 
HEXT OBJECTiVE, OnE PLAYEP^WILL COUTROL pARAmiP^ 

AUD The oTheigThe IAage as you Tag up ujiTh The 
Rahgers ahd prepare To escort Frodo Through 
Orc hordes. 


oBoectiue 6: escoRt 4lRot:)o to raoRket sQciaRe 



Faramir 



Your goal for this objective 
is to guide Frodo out of 
the war- torn streets of 
Osgiliath, where he can 
escape to pursue his 
greater quest. It's a long 
Journey. First, you'll head 
east across the bridge, 
then southeast down the 

side streets toward the Market Square in the map's very southeast corner. Ore groups fill the streets and 
will home in on Frodo If left unchecked. You must stay with Frodo at all costs, following his every move, 
and keep the Ores from landing the killing blow against the Flobbit. 


When Frodo breaks off the 
bridge, you need to follow 
immediately. The Flobbit is 
very fast; accelerate into 
a full run if you need to 
make up ground, and then 
turn that acceleration into 
a combat maneuver by 
slamming your shoulder 
into an approaching Ore 
with your Fleavy Attack. 
Frodo will navigate the 
side streets to reach the 
Market Square, and you 
should position yourself 
Just behind him as he 
races unopposed and Just 
in front of him when you 
see onrushing Ores. 



Rush out with Frodo along 
the bridge and power 
right into the first Ore 

group ahead. Cause as much damage as you can with Medium 
Attacks or Fleavy Attacks against foes separated from the main 
group. You want to run interference for Frodo; the Flobbit will 
pick his own path through the streets toward Market Square, and 
if you keep the Ores from ganging up on him, you won't have 
any problems. 


caution 

Don't get too caught up in your bloodlust against the Ores that 
you lose track of Frodo. You need to repel Ores from the Hobbit's 
path, yet you can't linger on enemies too long or Frodo may get 
trapped by another group. 
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^ ItCvTil i‘4 ^ 





Call upon your energy 
attacks to sweep the Ores 
away when they crowd 
In. Even If you have to 
take a few blows yourself, 


It's better than Erodo 
sustaining any. Erodo can 
fight back, but he's not 
built like you are to deal 
with large groups of Ores, 
he's too busy running for his life! 



On the final street, Erodo 
will turn right and head 
down into the Market 
Square. You'll know you've 
arrived when you see the 
ruined circular fountain in 
the nnlddle of the open 
courtyard. Ores will no 
doubt be on your heels, 
but once you connplete 
the objective, your focus 
will turn to the Trolls 
conning behind thenn. 


Warrior 


The Warrior functions 
Just like Earannir, only a 
little less powerful. Play 
bodyguard to Erodo and 
brush back those Ores. 

As with Earannir, break into 
a run if you fall behind 
and shoulder check the 
nearest Ore to Erodo 
when they engage. Keep 
sweeping through the 
Ores until Market Square is 



in sight. 


Scout 


I You can be a little tricky 
S with the Scout. Cloak 
and follow Erodo invisibly 
through any Ore-defended 
areas. It's possible to 
avoid combat all the way 
to the Market Square if 
$ you use your Cloak ability 
<> wisely. If you must fight, 

$ knock the Ores back 
n with Satchel Bombs, Eoe 
hewer; and Blasting Powder. 



g 

I 


S 


Mage 



The Mage is a bit fragile 
for this objective — there 
are so many Ores milling 
about — however, his area- 
effect attacks can remove 
Ore threats quickly and 
help Erodo through 
otherwise deadly sections. 
You do have an ace in 
the hole, though: Meal. It 
should keep you and Erodo 


alive until you reach Market Square. 



: CooPERAtivE Play 



S 


FARAinil^LEADS THE CHAROE HERE, WitH THE IIIAGE 
THROwino Fire Wall ahd LiGHTino aT EAiGEHEmY | 
GRpUPS AHD HEALIHG WHEnEVER^nECESSAPy, ThE I 

rrlAGE SHOULD ALWAYS KEEP HIS EYES OH FrODO. 

Farahiiigiiiay, aT Tihies, geT wrapped up in cohibaT 
wiTH Orcs, so it's The ITIage's RESPonsiBiLiTY To 
DEAL wiTh ary SEConDApy Orgs That go aeTeig 
Frodo. The Trio oe Frodo, Faraihir^ ahd The ITIage 
SHOULD BE in IHarkeT Square beeorg you Know iT. j 
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oBDectiae 7: kiLL tbe tRoLLs 


<><xx>o<xxxxx><x><xxxx><><x><x>o<xxxxxxx><><xxxxxx><xx> 


Faramir 

Tor your last objective, Trodo 
needs protection against two 
huge Trolls barreling into the 
Market Square. With Tarannir, 
you don't have fornnidable 
ranged attacks, so it's tinne 
to get up close and personal 
with the big uglies. 


Identify where Trodo is (at 
all timesl) and nnove in on 
the nearest Troll. You can't 
really attack effectively 
fronn the front, so circle 
, around to the Troll's rear 
H and execute a Backstab 
; attennpt. hit the buttons 
that flash on the screen 
and slice into the Troll. 

It nnay take two or three 
attennpts to drop the beast, but it's worth the effort if you can 
stop the first Troll before the second reaches Trodo. Repeat your 
perfornnance on the second Troll and victory is yours! 


Warrior 


The Warrior will be a 
little bit of a challenge; 
you'll have to be careful 
the Trolls don't grab you 
or swat you aside. You 
can Backstab Just like 
Tarannir or the Bcout, 
you Just don't have as 
good of a defense. Once 
both Trolls are down, 
you've acconnplished the 
objective and conquered Osglliath. 



Scout 



' The Bcout is nnade for 
backstabbing, even the 
king-sized variety! Cloak 
and circle behind the 
first Troll, then cut him 
down with your Backstab 
nnaneuvers. Repeat on 
the second Troll and save 
Trodo for good. 


Mage 

With the Mage, you 
shouldn't go anywhere 
near the Trolls. Stand back 
and ainn your Tire Walls 
directly at a Troll head or 
torso. Continue burning 
the brutes until they fall. 
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LEGEND 


0 start 
0 Objective 1 
0 Objective 2 


0 Objective 3 
0 Objective 4 
0 Objective 5 


0 Objective 6 
0 Qandalf 
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♦> in tDefense of minas tiRitb | 


War of the Ring 


H 




oBjectiae i: zyefenzy the raaio gate <XXXXXXXX>00<>0000<><>000<> 


Mage 

Minas Tirith is under siege, 
and the Main Gate is about 
to bust wide open. You and 
your aiiies nnust hoid the gate 
for two minutes untii your 
reinforcements arrive and the 
Ore horde gets repeiied. 


At about the one-minute 
mark, Troiis wiii show up. 

Switch your tactics a bit and start ianding the hire Waiis on top of 
the Troiis. Back that up with Lightning. Keep out of the reach of 
the Troiis' iong arms, and continue the damage. When the Troiis 
faii, you shouid oniy have a few seconds ieft to compiete the 
first objective. 


Before the door breaks, 
position yourseif at the 
front of the capture area 
circie. Arc your Tire Waii 
projectiie to burstjust 
outside the door and catch 
as many Ores as possibie 
as they stream in. 


The more Tire Waiis you 
can toss by the doors, the 
more Ores that wiii pass 
through your flames, and 
the better off you'ii be 
as the ciock runs down, 
if Ores get ciose to you, 
detonate a Shockwave to 
knock them back. 


Archer 


Hang back and barrage 
the incoming enemies 
with your speciai arrows. 

Tire Arrow can biow an 
Ore group back from the 
hoie in the Main Gate, 
buying you precious time. 

Poison Arrow can aiso 
buy time, though you'ii 
want to strike the Ores 
farther back because the 
poison siows them down and they stiii may invade your capture 
area uniess you foiiow up with more attacks. Save Muiti-Arrow for 
when you see three enemies bust through to the capture circie, 
especiaiiy if they're heading straight toward you. 


Scout 


The Archer may have 
better range, the Warrior 
might have buikier 
muscies, but the Scout 
is a supreme Troii kiiier. 

You'ii need those skiiis on 
the second stage of this 
Ore invasion. Hang back 
and iob Satchei Bombs 
at Ores crashing through 
the gate, then engage 
smaiier groups in meiee to whittie their numbers. When the Troiis 
arrive, Cioak and siip around behind the most vuinerabie one for 
a massive biow. Continue dodging Troii attacks and ianding biows 
from behind to stop the Troii charge and outiast the timer. 
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oBoectJoe 2: BciRiQ tbe oRc siege tocoeRs 


Warrior 


You re going to have to 
get rough with the Warrior. 

Junnp to the front of the 

capture area next to the 

gap in the Main Gate and 

start swinging. You need 

to engage Ores eariy whiie 

they're stiii in groups to 

drive thenn back or siay 

thenn outright; if you wait, KSmm 

they wiii disperse and ' 

threaten to overrun the capture area 


Mage 


i4| lijvTTi , 


» 




' CooPERAtivE Play 


I IIIage ahd Warjvjoil 

The rahge ahd ihelee PARjnERgHip works well 
HERE AGAin. The IIIage lobs his Fire Walls 
AHD LiGHTninG aT The inTRyoERS. The Warrioiv 

CHALLEnGES OrGS AT THE GATES, AHD ALWAYS KEEPS AH 
EYE OUT EOIGEHEIIliES AROUHD THE HIaGE IH CASE HE 
HEEDS To PLAY BODYGUARD, ToGETHER^ THE OrCS GET 
hit harp in mELEE ahd AT RimGE, AHD won'T sTahd 
^A CHAncE OE ovERRunninG in The TimE LimiT. 

1 


<XxX><>0<XX>0<X> 


bhouid you hoid the Main 
Gate, your next objective 
wiii be to burn down the 
Ore siege towers that 
threaten the next ievei 
of the city. Whiie facing 
the Main Gate, nnake a 
right and run up the iong 
cobbiestone road, through 

the arch and iook for a set of stairs on your right. As you race 
toward the second objective, the Ores bonnbard the city with 
fiery catapuit bouiders; stay aiert and duck and cover if you can. 




Foiiow the winding stairs 
up to the next ievei above. 
Let your aiiies deai with 
the Ores on the stairs. As 
soon as they have an Ore 
group engaged, run by 
thenn and wait for support 
at the next bottieneck. 

You can fight these Ores 
if you prefer; however, 
your nnain priority is taking 
out the siege towers. 
Continue down the narrow 
passage untii you nnake 
a sharp ieft and it exits 
out onto a iarge courtyard 
overiooking the battiefieid. 
Throw a Tire Waii at the 
siege tower in front of you, 
and drop a Shockwave 
to ciear the way for your 
Qondorian support. 


heip your aiiies with Lightning, Meai, and your bhieid speii when 
necessary. You can either nnove out onto the courtyard if there's 
roonn, or retreat down the passage for safety. When the Fire Waii 
recharges, iaunch it again at the siege tower, it shouid take three 
hits to burn the first tower down. 


I 

I 




❖ iiQ Defense of minas tiRltb | 


War of the Ring 



When you're ready for the second tower, turn right and look at 
the far end of the courtyard for the tower. There will be a lot of 
enennies between you and the target. Rather than fight through 
each and every one of thenn, especially as the sonnetinnes-fragile 
Mage, run along the wall and take your first right. There's a snnall 
side alleyway that ducks behind a short set of stairs. You can run 
along this unopposed and loop back up the far stairs to conne out 
directly in front of the second siege tower. 


I 


Scout 


The 5cout has an easy 
tinne reaching the siege 
towers by using Cloak. 
Once there, you can use 
Satchel Bonnbs to take 
out the towers. You will 
have to fight nnany Ores 
to recharge your energy 
to power up the Satchel 
Bonnbs. On the second 
siege tower, you can also 
nnan the ballista for added 



dannage. 


Warrior 



The Warrior should battle 
side by side with his allies 
all the way to the foot 
of the first siege tower. 

Once there, light your 
Sword on fire and burn 
the first tower with a few 
hits. Battle across to the 
second tower (or use the 
side alley) and repeat. On 
the second siege tower, 
you also can nnan the ballista for added dannage. 


T CooPERAtivE Play . ^ 


IHage ahd Warjuoil 




You also can man the courtyard ballista and take shots at the siege 
towers or enemy Ores. 


Why breaicup ah effective comBO? fllAGE ahd 
WARR ioB^conTinuE here. The IIIage SLinGS FiRE 
Walls aT The Toweb^; The Warriob^cleab^ a paTh. 
If you see ah oPEninG, The WARRioB^GAn dash up 
AHD light OHE of THE TOWERS OH FIRE WITH HIS 
EHERGY-CHARGED SWORP. 


Throw your Fire Wall into the tower, then return to the safety 
of the alley. If Ores harass you, level thenn with Bhockwave or 
Lightning. Pop back up twice nnore when your Fire Walls are 
active, and you've connpleted the second objective. 

Archer 



The Archer attacks exactly 
the sanne way as the 
Mage, with the exception 
of using Fire Arrow instead 
of Fire Wall. You won't be 
able to save as nnany of 
your allies as the Mage; 
however, you can help out 
with Multi-Arrow or a good 
Kick when you see troops 
in danger. 
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Warrior, Scout, and Archer 


All classes approach 
this objective the same " 
way. Turn around at the 
destroyed second siege 
tower and race up the 
roadway behind you to the 
2nd Ring capture point. 


CooPERAtivE Play 


IIIage ahd Warjvjoil 


I™ 

Follow The insTRycTions for^solo play. Leave The 

SIEGE TOWEP^ARf A AHD PREPARE TO DEFEHD THE 2 hD 

^^^Rinc capture poinT. 




oBDectiae 5: RaLL^^ to sno rzjng 


Mage 


liCvTil P* f , 




<xxxxx>o<xxxx><xx><xxxxxxxxxxxxxxxxxx> 


This is another simple 
travel objective. From 
the second siege tower, 
turn around and head 
down the stairs and past 
the alley on your right 
that you may have used 
to secretly approach 
the second tower. Run 
straight up the long roadway until you disappear under a large arch and spot the 
2nd Ring capture point in front of you. 


oBoectiae 4: oefeno ttie 2 no rung gate ooooooo<x>ooooo 


Mage 






al 




xHi 


cm 


P«UE1£I 


You have a perfect chohepoint 
at the top of the long road under 
the arch. You can land your Fire 
Walls there and all enemy Ores 
must pass through the flames to 
reach you and the capture area. 

Grunts will drop immediately in 
the fires; Officers will probably 
continue through wounded. If 

you see a large group striding through the flames, Jump in front 
of them and cast bhocKwave to finish them off or hurl them 
backward. Lightning can take out smaller crowds or polish off any stragglers. 


Eventually, the Ore throng may break through your 
chokepoint. Retreat to the far side of the capture circle, 
or even out of it, and assault with your ranged spells. You 
must hold out for two minutes to complete the objective. 


mt 









I IIIage add Waivrjor^ 

Sehd The WARpjoR^in To boTTle up The arohway in erorT oe The capture. The HIage ujields 
L iGHTninc ahd Tosses FIre Walls in erorT oe The Warriob^To Tnin The herd. Wher EiTHEP^PLAYEiG 
LOSES health, The IIIage casTs Heal. Ie you reed To reTreaT, eall backup The road or The eaiverd 
. OE The capture area ahd seT up a nEUj area oe aTTacicThere unTic The TimE LimiT ehds. 

^ — _ 


❖ iiQ zyefense of minos ^ 


War of the Ring 


.iitlilii 


Warrior 


After retreating, if you 
nnanage to down the Ores 
inside the capture area, 
imnnediateiy press up to 
the front of the circie by 
the arch and iay down 
nnore flannes in choKepoint 
area. You'ii have a nnuch 
easier tinne fighting under 
the arch than out in the 
capture area. 


Scout 


5atchei Bonnb can repei 
enennies back down the 
road and away fronn the 
capture circie. You won't 
do nnuch Cioaking or 
Backstabbing here, uniess 
you thin the horde to 
singie targets, so reiy on 
your speciai abiiities to 
break up the crowds and 
hoid the area. 


oBjectiae rzetrzeat to tbe srzo rzing oo<xx><x><x><xx>o<xxxxx> 


Mage 


Fronn the 2nd Ring capture area, run up the iong 
road untii you spot nnore aiiies ahead. The iast 
ring of defense iies at the top the road, and you 
connpiete your objective by arriving here. 


troubie, you can retreat to the capture 
untii the tinne iinnit expires. 


The Warrior aione can 
stand under the arch 
and bottie up the whoie 
area. Work through your 
connbos, and finish off 
enenny groups with a 
Whiriwind Sweep or Fianne 
of Fury. Fire Strike can 
bust up a group trying 
to swarnn you. As with 
the Flage, if you sense 
area circie and fight on 


Archer 


The Archer's speciai 
arrows are great, prinnariiy 
Fire Arrow for repeiiing 
invaders, but you nnay 
nave to wait on the 
recharge and Ores nnay 
siip through to the capture 
area eariy. if so, retreat 
and continue picking thenn 
off whiie your aiiies hoid 
the chokepoint under the arch. 
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CooPERAtivE Play 


I HIaGE AHD WARPjOIL 

As wiTh solo play, The Two of you should ruh 
UP The lohg rqad To The 3rd Rino, IT's TimE To 
retire This PAiRinG ahd invlTE Gahdalf InTo The 
L parThershIp for^The eIhal objegTive. 

— 








p«UEl£l 


— r 
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oBoectiae 6: 

protect tbe gates of tbe srzo mng <XXXXXXXXXXXXXXXX><XXX>^ 


Gandalf 


Qandalf comes to your aid 
just in time for the finai 
battie to save Minas Tirith. 

The Ore attack wiii be 
stronger than ever as you 
try to hoid the 3rd Ring 
capture area for three 
minutes. As with the 
Mage, reiy on Oandaifs 

strong ranged, area-effect - 

speiis, Meaiing Wisdom for more heaith, and You 5haii Mot Pass! when enemies press in. (Jniike the Mage, 
Qandaif can rip through foes in meiee with Qiamdring, so don't waste too much time dodging foes. You 
can attack with Qiamdring, siay enemies, and power up your energy aii in one feii swoop. 




Three minutes is a iong time to hoid the capture area, 
particuiariy when you have dozens and dozens of Ores 
swarming toward you with Troiis ciose behind them. 
Luckiiy, you have a iong straightaway on which to battie. 
Run down it as far as you can and iaunch a Cieansing Tire 
at the Ore frontrunners. Continue your standard attacks, 
and when the Ore bodies start threatening to outflank 
you, take a few steps and continue on. 


Warrior, Scout, and Archer 


Tie your shoes 
and go for a run. it 
doesn't matter which 
class you choose, 
you Just have to race 
up the long road to 
the 3rd Ring capture 
area to complete the 
objective. 








WEAPons 

• GLAmDRinG 

• LiGHTninG 

<xxxx><xxxxxxxx><xxxxxxxxx>ooo 

SPECiAL AsiLitiEs 

• HealIhg WisDom 

• You Shall IToT Pass! 

• GleahsIhg Fire 


r> ^1 I 


DESCFjption 

rniDDLE-EARtH’S 
greatest wizARp, Gahdalf, 
hiaTches up well agaIhsT ahy of Sauroh's minions. 
You Shall FioT Pass! destroys EnEmiES hexT To Him, 
whIle LiGHTninG ahd GLEAnsinG FIre buriis THEm aT 
rarge. in CLOSE comBAT, Gardalf cuTs Through foes 
beTTer^Thah you'd expect wITh hIs TrusTy GLAmDRinG 
in HARD. All ThIs powEi^comES in a fraihe ThaT car 

HARDLE lots OF DAmAGE, AHD EVER If THE FORGES OF EVIl 

mARAGE To hurt Him, Gardalf is orly ore HealIrg 
U/ iSDOm AWAY FRpm RETURElinG To FULL HEALTH, 








.^CooPERAtivE Play 


Gahdalf add Warrjoil 


❖ iiQ Defense of minas tiRltb | 


War of the Ring 


I Warrior 




Meet the enemy's charge 
head on. Cut into them 
with your speciai attacks 
and save your energy for 
crowds. When you need a 
breather, retreat severai 
steps and iooK for heip 
from your aiiies. When 
your back is up against 
the gate, don't hoid back. 

You must cut them down 
and keep the numbers down so the time can expire. 


Mage 


it's possibie that you'ii be backed up aii the way to the capture 
flag at the 3rd Ring gate. That's the overrun point, and you can't 
retreat any farther, here you must stand your ground. Pick off the 
closest enemies with Lightning and Cleansing Tire. 5ave your You 
5hall hot Pass! for any enemies you need to eject immediately. 
With Qandalf's firepower and your combat expertise, Minas Tirith 
will hold! 


!f Canda!f shou!d fa!!, the 
Mage is a great backup, 
hollow the same attack 
patterns as Candalf. Of 
course, the Mage is more 
vulnerable than Candalf 
and shouldn't enter hand- 
to-hand combat; be very 
aware of enemies and 
retreat often if you need 
to create some defensive space. 


Archer 


The Archer excels here 
because of the long 
straightaway that the Ores 
must traverse to reach 
the capture area. Stand 
back and let them have it 
with hire Arrows, Poison 
Arrows, and Multi-Arrows if 
you zero in on more than 
one prime target. Don't 
forget to slide up the 

stairs along the wall if you need to create some more room. You 
can snipe at enemiesjust as effectively from up high without as 
much risk of bodily harm. 


If you Thought The IHage ahd WarrioigsTood ouT 
on This level, u/niT Till you see GAnoALF ahd The 
WARR ioiGin AcTion. Gardalf offers ever beTTeig 
support foigThe Warrior^ ahd If The U/arrIoig 
KEEPS Orgs ard Trolls oee Gardale, The u/Ieard 
CAR PRETTY mUCH HOLD THE U7HOLE CAPTURE AREA OR 
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❖ tbe cYiorzge at 
peLennorz fieLos 



oBjectlae i: z>estrzo;y the siege tocoeRs <x><xxx><>c><xx>o<><> 



Scout 



Pelennor Tields will be 
your last resting place if 
you don't take heed of 
all that goes on around 
you. There are enennies 
everywhere: giant 
Oliphaunts stonnp toward 
you, huge siege towers 
grind forward, Ores " ' 

swarm left and right, Easterlings challenge your advance, and Warg riders threaten to run you over with 
one misstep. With arrow fire whistling by constantly, it's a very deadly battlefield. That's why you're going 
to avoid it all with a little stealth. 














Your defensive catapult and ballista also can be used against the 
siege towers and Oliphaunts, as well as the ground enemies. 


caution 

If a siege tower or Oliphaunt reaches your starting zone, you 
lose. Always attack the closest enemy target to increase your 
survival odds. 


❖ the change at peLennon pieLt5s | 


War of the Ring 


Mage 


The Mage follows the 
same course as the 
Archer: stay back, use 
your ranged abilities, and 
dart In for a sabotage 
attempt when the time Is 
right. You have the least 
health out there, and It's 
difficult to avoid enemy 
hits. Be very careful if you 
want to stay alive. 


That will enrage the beast 
and send him after you. 
Bimply Cloak again, circle 
around, and start a fire to 
burn the siege tower to 
the ground. 


After ruining the first siege 
tower, use your Bcout 
abilities and tackle the 
second tower. Kill any Ores guarding the base, rattle the Troll so 
he releases, then sabotage the tower just like you did the first. 
Your first objective is over, but you have a long way to go still. 


Warrior 


Archer 


The Archer has to stay 
back to avoid damage, 
but his ranged attacks can 
deal with all enemies and 
the siege tower itself if 
need be. Your Tire Arrow 
can harm the tower Troll 
and set the tower alight. 

Sabotage destroys the 
tower much more quickly, so go for that if you see an opening. 


If you choose a less subtle 
method, you can use the 
ballista and catapult back near your starting area. With enough 
damage, you can destroy a siege tower or approaching Oliphaunt; 
however, it takes longer than using sabotage. One miscalculation 
and the enemy will be too close to avoid a loss. 


Cloak and run straight 
ahead toward the nearest 
siege tower. A large Troll 
pushes it slowly toward 
your starting zone. 


to sabotage the tower base 
complete the first objective. 


You must first distract the 
Troll so that it releases 
the tower and allows you 
to work some sabotage 
on the tower. Bneak up 
behind the Troll while you're Cloaked, grab the foul creature, and 
follow the Backstab combo buttons to lop its health in half. 


With so much damage 
going on out on the field, 
the Warrior's superior 
health is a nice asset. You 
won't be able to sneak 
into a sabotage attempt, 
but you can run around 
the siege towers, take 
a slice at the Troll, and 
once it moves out to 
pursue loop back around 
. Repeat for the second tower to 


83 
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caution 

Don't approach an Oliphaunt head on. It will gore you 
with its tusks and kill you instantly. 






ScOVt AHD HIaGE 

The Scout will PERLORm all The mAin AcTion. While The IIIage districts The EnEmiES cuARpinc 
The siege Towers wiTh a LiGHTninG bolT oigFire Wall, The Cloaked ScouT slIps in sabotages, 1e 
The Scout geTs wourded, he should Cloa^ard reTreaT To The IHage so They boTh gar Heal. 


oBoectJue 2: kiLL the oUphaunts 


<xxxx>oo<xxxx>o<xxxx>oooo<xxxxx>o<x> 


Legolas 


A few seconds 
after you destroy 
the siege towers, 

Legolas answers 
the call to battle. 

Arnned with the 
Archer abilities, 
and then sonne, 

Legolas rules the average foe. Except he's 
going to be dealing with the largest foes in the 
ganne — the Oliphaunts! You can steadily try to 
shoot the behennoths down, but it'll be rishy and 
time consuming. 


WEAPons 

• Lono Bow OF Galadriel 

<xxxxxxxxxxxxxxxxxxxxxxxxxxxxxxx> 

SPEciAL AfiiLitiES 

• IXIulTi-Arrow 

• Poison Arrow 

• FiRE Arrpw 


DESCFjption 

Supertdeadly Legolas 
HAS The sahie QuivEP^EULL 
OF Tricks That The Archep^has ahd Theh soihe. His 

DRAW AHD RELEASE iS IHUCH QUiCKEILTHAn THE AVERAGE 
Archer^ ALLOwinG Him To RAPiD-EiRE on ore TaroeT op^ 
SEVEPAL. WiTH ADDED HEALTH, HiS mELEE GOmBAT SKILLS 

CAR PUT Oro Warriors To SHAmE, ard aryore ThaT 
CAR Take DOWR GiAnT OpiPHAUnTS SinGLE-HARDEDLY 
DESERVES HiGH PPAISE iRDEED, 


The more efficient, and 
speedier, approach 
to taking down the 
Oliphaunts is through 
sabotage, hirst, you have 
to get close enough to 
Jump on one of its front 
legs. Slide around to its 


side, so the Oliphaunt 
can't reach you with its 
tusks. Hove in quickly, but 
be sure that you approach 
its front leg without being 
trampled by its back legs. 
If you make that mistake, 
the Oliphaunt will flatten 
you in one step. 



Legolas also has a hidden special ability. Hold down his 
Kick button for two seconds, then — ^while still holding it 
down — press Jump. 











CooPERAtivE Play 


Legolas add IHage 


|l, 

H Legolas follows The saihe prpcedure as solo play, 
H AHD The niAGE Tries To keep up ahd proTecT Him 

wiTH Shield ahd Heal, While Legolas goes fob^The 
H sabotage KiLL, The IHage should sTay clear^op^zerp 
in on A SIEGE Tower^ 

^ 


Need another use for Fire Arrow? Archers 
and Legolas can light an Oliphaunt's 
wooden carriage on fire with their trusty 
special arrow. 


ipbiJLlMT KiUJE- 


❖ tbe cbaRge at peLeiQiQOR pIeLt5s | 


War of the Ring 


Apply the same principles to the second Oliphaunt. When that 
beast falls, you complete the second objective. 


Once on, climb up the 
leg until you reach the 
torso. Wait for your first 
combo button and press it 
to leap to the Oliphaunt's 
neck. On the neck, press 
the two-button combo 
and leap to the top of 
the head. 


Warrior 


At the top of the head, 
press the three-button 
combo to slay the 
Oliphaunt. If you get the sequence correct, the beast roars and 
then tumbles to the ground dead. You can step off and go for the 
next one. 


Scout 


The 5cout can approach 
the Oliphaunts while 
he's Cloaked. Without 
any other hassles, you 
can concentrate on 
making thejump onto 
the Oliphaunt's leg and 
then hitting the button 
sequence to finish it off. 

It's a little bigger than a 
Troll, but you should be 
used to slaying large creatures by now. 


The Warrior has no choice 
but to fight his way 
through to the Oliphaunt 
and then attempt a 
sabotage maneuver. With 
your added health, you 
shouldn't get stopped 
along the way. Just watch 
out for the Oliphaunt's 
back legs. 


Archer 


As with Legolas, you 
can stay back and try 
and shoot down the 
Oliphaunts. Unfortunately, 
you can't fire as quickly 
as Legolas, and you don't 
have the same amount 
of health to stand your 
ground, so it's better to go 
with a sabotage attempt like 


the other classes. 
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CooPERATivE Play 


OBjectJUe 3: 

zyestrzo^ siege tocjoerz cirjiO kiLL oLipbaciot: 


Legolas 


<x>o<x><c><x><c>o 


The third objective is 
more of the same: Kiii 
an additionai Oiiphaunt 
and destroy one more 
siege tower. Toiiow the 
same steps you did for 
the second objective, but 
make sure that you take 
out the Oiiphaunt first. 

Oiiphaunts advance much more quickiy than the siege tower, 
if you go for the siege tower first and run into any obstacies, 
the Oiiphaunt might reach home base before you can stop it. 


Scout 


Cioak and go after the 
Oiiphaunt with a sabotage 
attack. You'ii have pienty 
of time after, even if 
you have to attempt it 
twice, to eiiminate the 
siege tower. 


Legolas add HIage 

While The ITIage Tries To saeeguard Legolas 
wiTh Shields ahd Heals, Legolas slays ohe ihore 
OlIPHAUHT ahd destroys ohe mORE SIEGE Tower^ 
While Legolas goes eoigThe sabotage kill on The 
OL iPHAunT, The ITIage car burii Down The sIege 
Towep^To speed Thiiigs up. 





Warrior 


Don't get too iocked 
in combat with the 
other enemies running 
around that you forget 
about taking care of the 
Oiiphaunt immediateiy. 

Before you know it, the 
Oiiphaunt may threaten 
the starting zone. Run in 

and attempt a sabotage attack to take it down, then go after the 
siege tower. 


Archer 




it's the same pian as 
before: Pick off enemies 
with your speciai arrows 
as you ciose on the 
Oiiphaunt, then ciimb the 
beast and siay it before 
it reaches home base. 
Mext, send the siege 
tower up in smoke, either 
through sabotage or with 
hire Arrows. 









❖ tbe cbaRge at peLeiQiQOR f:ieLt5s 






When Theoden sounds the call 
to rally to his side, you have the 
privilege of playing the 5cout 
hero, Eowyn. With all the 5cout 
abilities, plus an incredible 
acrobatic flip, Eowyn can out- 
duel ainnost anyone In connbat. 

Alas, battling the Witch-King 
nnay prove too nnuch of a 

challenge even for Eowyn. Run the short distance to Theoden 
to set up the battle against the Lord of the Ringwraiths. 


WEAPons 

• Dagger^ 

• Satchel Bohibs 

<xxx><x><xxxx><><xx><><>o<xxx><>x><>^ 

Special AeiLitiES 

• Cloaic 

• WHIRLinG DERyiSH 

• BlasTihg Powder^ 


DESCFjption 

in The wide opeh ahd deadly PELEnnoR^FiELDS, you will 
wahT The besT ScouT available, Eowyh. She cah CloaicTo 
HIDE ERom swARminG EHEiniES, Tap inTo WniRLinG Dervish 
oicBLAsTinG Powder^To pulverize eoes, ahd Thrpw Satchel 
Boiiibs eor^a powerful rahged blast. HEicniniBLE rolls ahd 

SHARP STEEL cah DAZZLE ALIHOST AHYOHE. 


Eowyn is a very special Scout. During any attack, if you press 
the Jump button, you will perform a front flip over the enemy. 
The flip is invincible at the start, so if it's played well Eowyn is 
nigh unstoppable. 


hopefully, Eowyn lasts long enough to at least fight the Witch- 
King. If not, you'll have to run the short distance to Theoden 
with whatever class you feel gives you a chance against the 
Witch-King. 


t Cooperative Play " 


Eowyh ahd Mage 


|e 

BoTh Eowyh ahd The IBage should ruh To The 
H OBJECTiVE POinT TOGETHEP^AnD AWAiT The eihal 

battle wiTh The WiTcH-Kinc. IT's impoRTAnT ThaT 
YOU boTh ready yourself aT The sahie Tihie; as soon 

H AS YOU REACH THE OBfECTlVE, THE WiTCH-KinG ARRIVES 
^■^^HEARBY AHD READY FOP^BLOOD. 

It 


War of the Ring 


oBDectiae 4: RaLL^^ to tbeooeo 


<xxxx><xxxx><><>oooo<xxxxxxxxx><><>c><>ooo<> 


Scout, Warrior, and Archer 


Eowyn 
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oBjectJue s^i kiLL tbe coitcb-kiog 







<xxxxxxxxxx>ooooo<xxxxxxxxxxxxxx> 


To avenge Theoden's death, 

Eowyn will need all her skill 
against the brutal Witch-king, 
he engages innnnediately. Brace 
for the threat, and use Eowyn's 
flip to leap behind the Witch- 
king or Cloak and try to sneak 
around the Lord of the hazgOI. 

The nnore dannage you can do 
fronn behind the Witch-king, the better your odds of living through 



fx 





The Witch-king will counter 
with sonne fearsonne 
abilities. Angnnar Elurry 
and Terror Quake take 
huge chunks of health if 
you fall prey to his glowing 
purple Bword of Terror. 

Even worse. Black Breath 
can catch you in its area- 
effect blast and cripple 

you for several seconds. Meanwhile, the Witch-king repositions 
hinnself for yet another severe blow. 


Eowyn's Whirling Dervish 
and Blasting Powder 
attacks can keep the 
Witch-king at bay. 



Always heave a Batchel 
Bonnb at hinn if you can 
gain sonne distance. When 
the Witch-king closes the 
gap, dodge and roll to the 

side to either swipe at an exposed flank or sweep around behind 
for a special energy attack. Keep up the pressure until the Witch- 
king screanns his final breath. 


Scout 


As the Bcout, you will try 
to duplicate what Eowyn 
does, with no roonn for 
error. When in doubt, 
if the Witch-king has a 
chance to counterattack, 
roll away and begin again. 
It's nnuch better to dance 



around the Witch-king for several nninutes than dive in and 
get trounced. 


Warrior 

It's a tough battle, but one 
you can win if you land 
enough special attacks 
and block whenever you 
see the Witch-king ready 
for a counterattack. 



Archer 



One safety tip for the 
Archer: 5tay on the edge 
of your arrow fire and let 
loose. As soon as the 
Witch-king closes, load 
up a Eire Arrow to blast 
hinn back and then retreat 
farther yourself. If Eire 
Arrow isn't ready, load up 
a Poison Arrow to at least slow hinn down. Pepper the Witch-1 
with steady dannage until he perishes. 


CooPERATivE Play 


i'l 


Eowvn AnD IHage 


r 

EowYn fighTs The saihe way as in solo play, buT 
THis TimE SHE HAS The ITIage To Heal. The ITIage 
CAR Thrpw in somE daihage here ahd There, buT 
His mosT impoRtAHT TASicis To sTay away FRoni 
The WiTcH-KinG. A secoetd oi^Two caughT in The 
U/ iTCH-KinG'S GRASP, AHD THE IHaGE iS FiniSHED. 
Let Eowyh do whaT she’s faTed To do: Slay The 
^■ fc^WiTcH-KinG oncE ahd fop^all. 








LEQEriD 


0 Objective 3 
0 Objective 4 
0 Objective 5 


0 Objective 6 
^ Aragorn 
0 Nazgul 


0 Start 
0 Objective 1 
0 Objective 2 








<♦ tbe tjestRactfon of: ratoas raoRgaf | 


. War of the Ring 


oBjectfoe 1: captaRe tbe sboRe 

Mage 


o<xxxxxxxxxxxx><xxxxxx>o<>o<x><c><x>o 


Minas Morgul is a nasty piace. 

You begin on a barren strip of 
iand. To your ieft are inhospitabie 
ciiffs, to your right gurgies water 
that wiii suck the iife out of 
you if you faii in, and straight 
ahead are dozens of angry Ores 
streanning toward you. 


❖ tbe t)estRcictior3 op 
rr^toas riQORgiciL 
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Drop a Tire Wall or two In 
the capture area, which 
lies a hundred or so feet 
down the shore, and clear 
out the defenders, then 
nnove with your allies to 
clainn the spot. 


By this point, you should 
be very fannillar with how 
to capture an area with the 
Mage. Unleash Tire Walls 
on the Ore frontrunners 
and follow with Lightning. 


9 


Archer 



The Archer attacks ^ ^ 
sinnilarly to the Mage. 5tay'^^ 
back and zing your arrows - ■- 
while your allies engage in 
nnelee. Poison Arrows and 
Multi-Arrows can decinnate 
the crowds, while Tire 
Arrow helps clear the 
capture area. 


Scout 



If you're really sneaky, it's 
possible to capture the 
area without pulling your 
Daggers. Cloak and dodge 
the big nnelee battle. If all 
Ore defenders get sucked 
into the battle, you can 
stand in the capture area 
undisturbed. Otherwise, 
you nnay have to Backstab 
one or two to seize the capture point. 


Warrior 



The Warrior will feel right 
at honne in this objective. 
Junnp into battle fronn the 
outset and cut your way 
through to the capture 
area. 5ave your special 
attacks for bigger crowds 
or when you battle Inch by 
inch for the capture area. 




’ CooPERAtivE Play 




niAGE AHD WaRJUOIL 

OnE OF The besT parTheb^hips in The gaihe. The ITIage ahd WARRiop^TEAm up agaih here well. Serb The Warrior^ 
inTo battle while The ITIage fires aT rarge ard Heals wheh nECESSARy. LeT The ITIage clear^ouT The capture area 
^ wiTh a Fire Wall first, Theh The Warrior^chops Down The wourded stragglers ard CLAims The objective. 




oBjeetJoe 


2: cLearz tbe BrziXDge 


<xxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxx> 




Mage 


The second objective 
features your allies' 
battering rann. You nnust 
destroy all barricades 
and Ores guarding the 
bridge and allow the 
battering rann to knock 
in Minas Morgul's nnain 
gates. Target nearby 
Ores first to elinninate threats, then throw your 
Fire Walls at the barricades. A single Fire Wall will 
destroy a barricade. 










<♦ tbe tjestRactfon of: ratoas raoRgciL | 


War of the Ring 




Warrior 


When the battering rann ^ 

rolls to about the halfway - 

point of the bridge, Ore " 

Archers will attack you fronn above the main gates. Throw up your 
bhield to block the fire and walk alongside the battering ram. 


Continue to destroy 
the barricades as you 
approach, and watch out 
for Ores pouring out from 
the stairs on either side of 
the main gate. You must 
slay all the Ores in the 
area. At that point, the 
battering ram will have 
enough room to coast 
into the gates and pound 
them down. As a reward 
for completing the second 
objective, Aragorn arrives 
on the scene! 


Archer 


- - ^ Plow out ahead of the 

battering ram and use fire 
y jH attacks to set barricades 

and enemies ablaze. 
Continue to press into 

:C 7’ the Ore horde and deal as 

^ . much damage as you can. 

the Ore Archer arrows 
hitting home, retreat 

■ ■ m behind the battering ram 

and follow it slowly up the 

bridge until you're needed to dispatch the next foes. 


Scout 


and start causing chaos 

with some Backstab attacks until the battering ram arrives at 
the gates. 


hire Arrows ignite the 
barricades, and Multi- 
Arrows destroy up to three 
Ores in a single shot. 5o 
long as you stay to the 
rear of the battering ram 
and take care of the Ores 
before they reach the 
battering ram, you'll guide 
the allies to breaking down 
the Minas Morgul gates. 


WEAPons 

• AnDURIL 

• THRpwino Axe 


Special AeiLitiES 

• DunHARRpw Dash 

• AnDURiL's Spirit 

• Wave oe Vhdead 


Aragorn has a hidden special ability: Press and hold Heavy 
Attack for 5 seconds, then while still holding it press Light 
Attack. The ability has a lengthy beginning, but if you complete 
it, you gain the power of the undead for 30 seconds! 


DESCFjption 

The greatest 
wARRioiGin The 
GA niE, Aragorh 
SL iGES Through eoes 
WITH his HIAGiCAL SWORP, 

AnovRiL, AHD wiThsTahos blow 

aeTeigblow To conTinuE The eIghT. Duhharrow Dash 

SHOULDEB^ EOES OUT OE THE WAY AHD WORFLS WOHDEP^ 

AGAinsT ovERRj/n siTuATions. AnDVRiL’s Spirit will Ryin 
AH oppohehT iE Yov TiniE iT To strike The eoe. YouigihosT 
POWERFUL ability, WaVE OF I/hDEAD, 
SPRAYS AH AREA-EFFEGT BLAST THAT 

AnniHiLATES ahyThihg in iTs paTh. 
Aragorti car lead ary gharge, 

ARD There’s no beTTeb^hero fob^ 
WADIRG inTo The Thicicof Thirgs To 
slaughTeigSavror’s minions. 
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CooPERAtivE Play 


I IHage add WarrJoil 

The IHage’s job will be To burti barricades wiTh his Fire Wall ahd proTecT The baTTerihg raih ahd suRROunoinG 
Troops wiTh his Shield. The WarriorIs job is To deal wiTh ahy ehehiy Or^s ThaT dare ATTACicYOUR^invAsion eor^e. 
WiTh a liTTle IIIage healihg, The baTTerihg r^hi should reach The ihaih gaTes wiThouT Too ihahy allied CASUALTiES. 

I 


oBjectfoe 5: captciRB tbe courzti^arzT) 


<xxxxxxxxxxxxxxxxxx> 


caution 

Ore Scouts enjoy hiding in the shadows around the Courtyard flag 
and will look for an instant kill against you with a Backs tab. 


■vi 


Even Aragorn will have a hard tinne taking the Courtyard 
capture area by hinnself. Wait for your allies to rally with you 
and press forward together. As a group, you can repel the 
Ore throng tunneling in fronn all sides, capture the flag, and 
connplete the objective. 


Aragorn 


Just inside the gates, veer left and look for the capture point behind 
a few barricades in the distance. Dunharrow Dash can power you 
through any group that stands between 
you and your goal, and Anduril's Spirit 
silences troublesonne Ore Officers that 
nnenace you. 


Aragorn will be your muscle inside Minas Morgul. 

At the gate, you have a couple of Trolls and dozens 
of Ores to wade through. Stick with your allies, as 
you'll need them to capture the Courtyard flag later 
on. Cut into the 
Ores — avoiding 
the long, sweeping 
arms of the Trolls — 
and fire off Wave of 
Undead whenever 
the Ores come 
close to getting the 
upper hand. 








Cooperative Play J 


I Aragorji ahd IIIage 

Aragorti should pursue The sarie strategy as in 

SOLO PLAY, except YOU HAVE TO RIOVE SLOU7LY SO THE 
rilAGE CAR stay UJlTHin YOUP^PROTECTIVE CiR^LE. 

The IHage should Heal ie Aragorei begihs To lose 
health, ahd RAin Dou/n sorie Fire Walls on The 
Or^s insiDE The capture area. Beeore lohg. The 
AREA WILL BE YOURS! 


0rc5 tend to congregate on the landing between 
the two flights of stairs. Take a breather here if need 
be as you reposition to take on whatever Ore group 
shows up. After you hack a path to the second flight, 
run up to the top landing. 


<♦ the tjestRactlon op ratoas raoRgciL | 


War of the Ring 


Warrior 


Mage 


oBjeetjae 


4 : open the przlson gate 
Aragorn 


<XXXX><XXX><XXXXXXXX><XX><XXX> 


Your third objective 
requires the unlocking 
of the large Prison Gate 
next to the Courtyard 
capture area. To do so, 
ascend the stairs to the 
left of the capture area 
(facing the Prison Cate) 
and vanquish any Ores 
that try to stop you. 


hot as durable as Aragorn, 
the Warrior should fight 
with his allies toward the 
Courtyard capture area. 
Once near the barricades, 
you can nnake a play for 
the flag, but not at the risk 
of life and linnb. 


Scout 


Fight with your allies 
until you reach the 
barricade in front of the 
Courtyard capture area. 
Cloak and see if you can 
seize the capture point 
without a fight. If a few 
Ore defenders guard the 
capture area, take thenn 
out one by one with your 
skills. If an Ore group 
threatens you at the flag, retreat to your allies and counterattack 
as a full group. 


This is a heated nnelee 
battle; the Plage has to 
be very careful not to die 
quickly in the Courtyard. 
Once you near the 
Courtyard capture area, 
you can work your magic 
with some well-placed Fire 
Walls and Lightning blasts. 
Fleal, of course, can keep 
you and your allies alive 
during the bloody battle. 
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oBoectiae s^z frzee the gonzyorzians 

Aragorn 
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Aragorn continues his 
rannpage through Minas 
Morgui. After the Prison Gate 
iifts, charge through and 
engage the Ores defending 
the barricades ahead. Your 
goai is the prison ceiis in the 
interior channber past the 
barricades. Wind around the 

barricades and cut down any Ores that chaiienge you. 


Reiy on hire Waii to burn 
a path to the prison iever. 
Meai keeps you going, and 
5hockwave can biast even 
the Captain off the ianding 
and to his death down one 
of the side pits. Puii the 
prison iever as quichiy as 
you can to avoid connbat. 


you can do battie with the 
Captain in singie connbat, 
winner take aii. Or, you 
can piay it safe. Sweep 
the Captain off his feet with one of your speciai attacks, puii the 
iever, and then race back down to the ground floor before he has 
a chance to recover and counterattack. 


Scout 


Warrior 


Aragortt fighTs VP To The PRison lever^ ohly ThIs 
T imE he has a healihg PARtnEP^To BACicHiffl VP. The 
IHage gah vse Shogkwave To blast The CapTaih ovT 
OF The V7AY vjHiLE Aragortt pvlls The prisoh levep^ 
AHD COmPLETES THE OBJEGTIVE. 




An Ore Captain guards the 
prison lever, if you really 
want to test your mettle. 


The Scout can Cloak and 
avoid all the fighting. Run 
past the Ores on the stairs 
and wait for an opportunity 
to sneak by the Ore 
Captain and the other 
Ore patrolling the landing. 
Watch that your energy 
doesn't run out anywhere 
near the Captain. 


hollow the same path as 
Aragorn. You may have 
to kill a few more Ores to 
gain health Orbs if you 
find yourself low on health. 
Don't attempt the Ore 
Captain unless you're at 
or near full health. Pull the 
lever and run if you run 
into difficulties. 


Mage 


ArAGORJI AHD mAGE 


94 





❖ tbe Tyestrzuction of: ratnas rnorzgcA^ 
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.ittsis 


Inside the prison area, 
there are three cells with 
Qondorian prisoners. 

You nnust deal significant 
dannage to each cell door 
to free the prisoners. 

Once freed, the prisoners 
will join your fight and 
nnaKe it easier to deal with 
the Ore guards. Choose 
one cell and hit it with all 
your energy. After you 
destroy the first one, 
nnove to the second and 
release nnore prisoners, 
then tackle the third one 
to connplete the objective. 

You can take a lot of 
dannage when you turn 
your back on the Ore 
guards to attack the cell 
bars, so be sure Ores 

aren't nearby when you begin hacking on cell bars. 



Mage 


Warrior 



Adhere to the same 
principles as Aragorn, 
except you'll fire up your 
5word to break through 
enemies and destroy the 
cell doors. Your sweeping 
attacks near the cells can 
drive back enemies and 
deal damage to the bars. 


little 


As you would imagine, the 
Mage enters the prison 
area and takes down the 
prison cells with toss 
after toss of a handy Tire 
Wall. Shockwave also can 
fracture the cell bars and 
repel guards looking to 
swipe you in the back. 
Move around a lot in here 
because It will take you a 
longer to open the cells than other classes. 



Scout 



You can reach the cells 
easily with Cloak. After 
that. Satchel Bomb and 
brute force can drive open 
the cells. When you get in 
trouble. Cloak and circle 
around for a new angle on 
your chosen prison cell. 


Cooperative Play 


Aragorji add IIIage 


ARi^GORTl'S miGHT PLUS THE fllAGE'S FlRE WALLS 
H WILL EREE The GoHDORiAns in no TimE. Heal whea 
H EiTHEB^PLAYEIGLOSES HEALTH, AAD LET ArAGORII Ryil 
inTERFEREnCE WITH AIIY aggressive EIIEIIliES. 


y 


oBoectiae 6: 

OestRoy the thizee poojeiz stones 


<x>oo<xx>oo<xxxxxxxxxxx>o<x> 



Aragorn 




After freeing the 
Qondorians tojoin the 
seize of Minas Morgul, 
you have but one 
last task to perform: 
shatter the three 
power stones that 
give this evil place 
its magic. Of course, 

the way won't be easy. The three stones lies on the upper level in a triangular pattern around the 
immense courtyard. With Ores seemingly spawning from every corner, huge Trolls lumbering about 
to crush skulls, and now the abominable Mazgul Joining the defenses, Aragorn and company have a 
struggle ahead of them. 


INTRODUCTION • CHARACTERS & CLASSES RISE OF SAITRON • INSTANT ACTION • ACHIEVEMENTS & TROPHIES 





www.primagames.com 





- -V, f t - 1 . . - 








- ^ 


^>j:1 


^r* ~Sy|pT.^ O [ 




p«UEl£l 


Scout 


5ee if you can reach each 
power stone without a 
Mazgui nearby and deai 
sonne eariy dannage. You 
wiii want to foiiow the 
sanne path as Aragorn, 
with the nnajor exception 
that you don't have the 
sanne speciai attacks and 
fighting prowess. Avoid 
the Mazgui as nnuch as 
possibie, and destroy the three power stones oniy if you can do 
so without putting yourseif in grave danger. 


Archer 


(Jniike the nneiee ciasses, 
the Archer shouid stay 
away fronn the Mazgui and 
strike the power stones 
at nnaxinnunn range, if 
you ainn carefuiiy, you 
can even hit the stones 
fronn various points in 
the Courtyard, but not on 
the actuai power stone 
landing. Naturally, this 
decreases the likelihood that a Mazgui will surprise you. Tire Arrow 
works best for dannaging the stones and clainning final victory. 


Choose one of the power 
stones as your first target 
and ascend the Courtyard 
stairs to reach it. Thin 
the enenny defenses 
around the stone so you 
can focus on fighting the 
Mazgui without a dozen 
Ores nnilling about, too. 
Each Mazgui is a fearsonne 
foe, and there are several 
floating about the place. 
Avoid their area-effect 
Black Breath attack; it 
^ will dannage and paralyze 
you. Power of the Mine will 
also cripple you. Outflank 
the Mazgui and attack 
relentlessly fronn the rear 
or an unprotected side if 
you can. Dunharrow Dash 
is excellent for getting 

you out of trouble and also dealing dannage to the power stone. 
After a few seconds of energy-charged attacks at each power 
stone, they will break. Shatter all three and you will have dealt 
Minas Morgul a mortal wound and beaten all that has been thrown 
against you this level. 


Warrior 


So long as the enemies 
don't find you, the Scout 
can have an easier time 
of things. Cloak and 
approach each power 
stone cautiously. When 
the Mazgui are otherwise 
distracted, un-Cloak and 
deliver energy attack 
after energy attack until 
the stone splinters. Then 
Cloak and target the next stone until all three are destroyed. 


U7e Know it’s possible ThaT ARnooRn enn desTrpy 
The stores on his own; The ITIage jvsT riakes iT 
EASIER^WiTH His HEALinG AHD RRnGED ABILiTiES. 
DEPEnoinG on how niAny exTrr lives you have 
stocked up, you raAY EVER warT The IHage To 
distract The nAHGUL ard challerge each 

mOHIERTARiLY WHILE ArRGORR POURDS THE POWEP^ 

stores. Prpgress ERpra store To sTore, cuTTirg 

AWAY EACH STORE’S HIACiC, ARD CRRSH iTlinAS 
IIIORGRL EOREVER^ 


Aragorji ahd IHage 






<♦ stoRratng tbe Black gate | 

. War of the Ring 


❖ storzmtng 
the Black gate 


oBjectiae i: TDefeor) ^^ocir position <XKXXXXXXX><XX>0<XXXXXXX><^ 


Gandalf 


Your final stand in the "War of the Ring" cannpaign finds you at the 
Black Gate of Mordor, the nnighty bastion of Bauron's innpregnable 
fortress. With the full power of the Tree Peoples arnny behind you, 
the gate still nnight not fall, except the arrogant Mouth of Bauron 
opens the Black Gate for you. Annidst taunts, the Mouth of Bauron 
sends the forces of evil to wipe you fronn the land of Middle-earth 
forever. As Gandalf, you shall stand your ground and overconne 
the Ore onslaught. 


LEQEriD 


0 Start 
0 Objective 1 
0 Objective 2 
0 Objective 3 
0 Objective 4 
0 Objective 5 
0 Objective 6 
0 Mouth of Sauron 
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Gandalf is better than Saruman at dealing with groups of 
enemies: his Cleansing Fire is very wide, and his Lightning 
spreads to many foes, charged or not. However, his attacks 
deal less damage to each target. 


CooPERAtivE Play 


I rAnDALF AHD ArAGORJI 

AHDALF CAR PRpBABLY HARDLE DEFERDIRG THE 

iTiRf sTarJirg area HimsELF; witH Aragorr by his 
DE, iT's A guarahTee. Gardalf urloads Clearsirg 
RE OR The lar^er^grovps, while Aragorr sTards 
)irT at The Top of The capture circle ard brushes 
iciGARY iRComiRG Orgs. Wher The Trolls ehierge 
The Thrprg, Aragorr should sTep backward 
iPE OUT Orgs. Gardalf gar hardle The Trolls 
wiTh Glearsirg Fire ard LighTrirg. 




li&k 


XU. 


p«UEl£l 


You must defend the 
first capture area for two 
minutes and 40 seconds. 
As the gates swing open, 
toss a Cleansing Tire 
through the gap and 
raze the first few Ores 
that attempt the assault, 
j Continue with Lightning 
I and Cleansing Tire to Keep 
‘ the Ores at bay. Detonate 
a You Shall Mot Pass! whenever Ores draw near or if you see an 
opportunity to remove them from your allies. At about the halfway 
point, multiple Trolls will show up; Knock them down with fire and 
Lightning, and you will succeed at the first objective. 


Legolas 


Legolas has the advantage 
of ranged fire like Qandalf; 
however, he doesn't have 
the ability to Kill massive 
numbers of Ores with a 
single area-effect attack. 

Even so, his rapid-fire 
bowstring and trick arrows 
can hold the Ores back. 
Legolas is particularly 
useful against the Trolls, 
using headshots for quick kills. 


Aragorn 


Aragorn should stand at 
the front of the capture 
area, between it and the 
Black Cate, and swing 
at all Ores that dare try 
to pass. Call forth your 
energy attacks, especially 
Wave of (Jndead, when the 
Ore numbers get heavy. 
Beware the Trolls' long 
reaches when they arrive, 
and use Dunharrow Dash to get out of trouble if you are too close 
to the enemy's clutches. 


Gimli 


Longbeard Pound can 
win you the day. With 
that in mind, power up 
your energy by hacking 
apart Ores, then launch 
Longbeard Pound against 
the tougher targets. 

Balin's Revenge spins you 
like a fiery vortex that rips 
apart anything that comes 
near. Use it to clear the capture area or repel enemy groups. 




WEAPons 

• Glahidrirg 

• LighTrirg 

Special ABiLitiES 

• Healirg WisDom 

• You Shall FIoT Pass! 

• Clearsirg Fire 


DESCPjPtion 

rniDDLE-EARTH'S GREATEST WIZARD, GaRDALF, IHATCHES UP 
WELL agairsT ary OF Sauror's miRioRS. You Shall FIoT 
Pass! destroys EREmiES rexT To Him, while LiGHTninG 
ARD Clearsirg Fire burr Them aT rarge. Ir close 
comBAT, Gardalf cuTs Through foes beTTeb^Thar 
you'd expect WITH his TRUSTY GLAmDRIRG in HARD, All 
This POWEi^comES in a FRAmE ThaT car hardle loTs of 

DAmAGE, ARD EVER iF THE FORGES OF EViL mAHAGE TO HURt 
Him, Gardalf is orly ore HEALinG WisDom away FRom 
RETuRninG To full health. 









Qimli's energy-charged Longbeard Pound cannot be interrupted by 
enemy attack and is the most damaging single-hit attack in the 
game. Also, he is the only Warrior with Satchel Bombs. 


caution 

Beware the Fell Beasts that prey upon the battlefield. Face the 
capture area with your back to the Black Gate and you can see 
the winged beasts as they swoop toward you. 


❖ storzmtng the Black gate | 
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oBoectJue 2: capturze the gate 
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Gimli 


All the heroes get a chance to shine in the final run against 
Mordor. 5end Qinnij in to capture the second area beyond the 
Black Gate; his three special attacks are perfect for nnelee 
battles like this one. Balin's Revenge blazes through nnultiple 
foes, Longbeard Pound hamnners whichever enemy you fear 
the most (such as a Troll or Ore Warrior), and Dwarven Run 
gives you an escape from almost any situation. 


DESCFjption 

You nEVEB^wAnt To ihess wiTh ah AnoRy 

DWARf, ESPECIALLY A WELL-ARIIIED, EXPERT 
comBAtAnT LIKE GimLi. ShorT in sTaTure, buT 
sTouT in sTREncTH, Gimci movES QuicKEY wiTn 
DwARVEn Rjm Ano CHALLEncES Any EnEmy's 
mELEE DEEEnSES wiTH BACin'S REVEnCE. noT To 
BE OUTDOnE BY HiS pELLOWSHiP PALS ArAGORII AAD 

Legolas, Gimci CAn ouTrighT destroy An EnEmy 
in comBAT wiTn The bpl/Tal Loagbearp Pouad. He’s 
ALSO BEEn Known To sinGLE-HAADEDLY Take out Trolls. 


Prom the starting area, 
you can see the gate 
capture area from just 
inside the Black Gate. 

Rush toward it, cutting 
down Ores left and right 
as you advance, and save 
your energy abilities for 
when you get in trouble or 
attempt to take over the 
capture area. Gimli can 
rumble into the midst of the capture area no matter how many 
Ores defend. The Dwarf is a fearsome tank that can crush and 
smash any who challenge him, and it won't take him long to seize 
the objective. 


Aragorn 

Like Gimli, Aragorn can 
wade directly into the fray 
and destroy Ore enemies 
in great numbers. 
Concentrate on the 
enemies on the capture 
area perimeter, then 
slash through the interior 
enemies. With a few 
special attacks by Anduril, 
victory comes swiftly. 




<xxxxxxxxxxxxxxxxxxxxxxxxxxx> 

SPEciAL AfiiLitiES 


• DwARYEn Ryn 

• BALin’s R^VEnGE 

• LonGBEARP PounD 

J 


Weapohs 

• Battle Axe 

• Satchel Boiiib 
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■ Why noT sehd The Two best ihelee eIghTers in The gaihe straight inTo The hearT oe baTTle? GimLi Takes ore sioE, 
Aragorti The oTher^ ahd TogeTheb^They rieeT in The mioDLE aT The capture area elag, WiTn Two Herpes’ sPEciAL 
ABiLiTiES TRIGGERinG, nORRIAL OrCS HAVE UO PRAYEIPOE HOLOinC THE OBJECTiVE. 

m 





Legolas 



Move with your allies 
slowly as you approach 
the gate capture area. 

Let the allied Mages' 

Shields protect you from 
ranged fire, avoid melee 
combat unless absolutely 
necessary, and let fly your 
arrows of destruction. 

Multi-Arrow can slay the 

capture area defenders with a single drawstring pull or launch a 
hire Arrow to blast the enemies clear. 






oBaectioe 5: kiLL tbe orc capCaios 
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Legolas's assassin shills were made for this next objective. You 
have to Kill four Ore Captains, and all stand atop high wooden 
towers. It's possible to climb up each tower's ladder to get at the 
Ore Captains, but that's time consuming and you're subject to 
enemy fire the entire time. Rather, rely on Legolas's zoom and 
headshot capabilities. Despite the Captains' toughness, Legolas 
can still Kill each with a perfect headshot. 



DESCFjption 

SUPEBcDEADLY LeGOLAS HAS THE SARIE QUiVEB^EULL OE 

Tricks That The Arpheb^has ahd Theh sorie. His draw 

AHD RELEASE IS RIUCH QUICKEipTHAn THE AVERAGE ArPHER^ 
ALLOwinG Him To RAPiD-EiRE on ore TarpeT oipseveral. 
WiTH ADDED health, HiS mELEE COmBAT SipiLLS CAH PUT 
Orp WarrIors To SHAmE, ahd ahyohe ThaT cah Take 

Down GiAnT OuiPHAUnTS SinCLE-HAnDEDLY DESERVES HiGH 
PRAiSE inDEED. 


Legolas also has a hidden special ability. Hold down his Kick button 
for two seconds, then — while still holding it down — press Jump. 



<♦ stonmlng tbe Black gate | 
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If a headshot doesn't work, nock a Tire Arrow and set each tower 
ablaze. The Captain will take damage as the tower burns, and you 
can finish him off with a Poison Arrow or a second hire Arrow on 
the ground. Keep your feet moving the whole time to avoid the 
Pell Beasts In the sky and the Ores swarming around the bases 
of the towers. Given a few undisturbed seconds drawing aim on 
each Captain, you'll conquer the objective before they know what 
hit them. 


Gandalf 


Gandalf might not finish 
each Captain off with a 
headshot, but he can 
burn down the towers 
even better than Legolas. 
he also can roast them 
atop their platforms with 
Lightning. While you pick 
off the Captains, burst You 
Shall hot Pass! periodically 
to clear away surrounding 

enemies and use healing Wisdom whenever your health drops. 



Aragorn 


Gimli 



Without a potent ranged 
attack, Aragorn will Just 
have to go up and get 
each Captain. Climb the 
ladders, kick or sweep the 
Captains off the platforms, 
then finish them off on the 
ground. Wave of (Jndead 
works great; you not only - 

damage the Captain, but you brush back or kill any of the dozens 
of other Ores trying to get In your way. 


As with Aragorn, Gimli will 
need to get in close to 
be most effective. Climb 
the tower ladders to go 
after the Captains (or 
fight them up top if you're 
feeling daring), and slay 
them when you get back 
down to earth. Longbeard 
Pound can be the nail in 
the coffin for a wounded Captain 


Legolas ahd Gahdalf 

The Two rahged Heroes are best suited To Take 
OUT The eoui^Orc CapTaihs. You cah split up 
AHD Target Two Towers apiege. Follow The sahie 
approagh as in solo play, except Legolas should 
reTri aT To Gardale iE he's wouhded so a Tiihely 
HEAL inG WisDom car resTort Theiti boTh To beTTep^ 
EIGHTinG health. 




oBoectfoe 4: kiLL tYie raoatb of saciRoo 


o<xxxxxxxxxxxxxx> 



Gandalf 

It's time for a wizard's duel: Gandalf vs. the Plouth 
of Bauron. Though the Plouth of Bauron has better 
melee skills, Gandalf has the edge on long-range 
attacks. That being the case, when you play Gandalf 
you should stay away from the Mouth of Bauron's 
Barad-dur Fury Btaff attack. Instead, bombard the 
Mouth of Bauron with Cleansing Fire when his Bhield 
is down. 
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Gandalf is better than Saruman at dealing with groups of enemies: his 
Cleansing Fire is very wide, and his Lightning spreads to many foes, charged 
or not. However, his attacks deal less damage to each target. 


DESCRjption 

niiDDLE-EARjH’S GR£ATEST WIZARD, GaRDALE, mAtCHES UP 
WELL AGAinsT ARY OE SaURQR’S miRiORS. YoU SHALL IloT PaSS! 
destroys EREmiES REXT TO Him, WHILE LiGHTRIRG ARD ClEARSIRG 
Fire burr THEm aT p^rge, lu close comBAT, Gardale cuTs 
Thrpugh eoes beTTeb^Thar you’d expect with His TrjjsTy 
GLA mDRiRG IR HARD. AlL THIS POWEB^COmES IR A ERiimE THAT 
CAR HARDEE LOTS OE DAmAGE, ARD EVER IE THE EOR^ES OE EVIL 

mARAGE To hurt Him, Gardale is orly ore HEAciRG WisDom 
AWAY ERpm RETURRiRG TO LULL HEALTH. 


■II 




tj-aa 


<xx>o<xxxxxxx>ooo:xxxxxxxx>c>oo 

SPEciAL AsiLitiES 

• HEALiRG WiSDOm 

You Shall FloT Pass! 
GLEARSiRG FiRE 


Follow the same battle 
tactics as Aragorn. If 
you can land Longbeard 
Pound, close in for the kill 
by expending the rest of 
your energy on Dwarven 
Run or Balin's Revenge 
(or even better, both!) and 
pile up the damage on 
your helpless foe. 


Legolas will have a 
challenge because of 
the Mouth of bauron's 
I 5hield. Where Qandalf 
; can harm the Mouth of 
.! bauron with lingering 
i flames from his Cleansing 
; i Fire spell or repeatedly 
I discharge Lightning 
I attacks, Legolas's arrows 

— ■ — T can be foiled by the Mouth 

of bauron's defenses. Fils arrows don't recharge as quickly as 
Qandalf's Lightning, so there may be times when you can't let 
loose a damaging volley, and the Mouth of bauron will surely 
come after you in that time. 


Whenever you stun the 
Mouth of bauron, take 
advantage of the precious 
few seconds and power 
up a Lightning bolt to deal 
more damage. Remember 
that the Mouth of Bauron 
can heal, too. The only 
way to kill him is to deal 
a significant amount of 
damage in a short amount 
of time. Qandalf has the weaponry to do it, though. 


Aragorn 


Gimli 


Legolas 


that will not be a problem with energy 


Watch out for the Mouth 
of bauron's Barad-dur 
Fury, but other than that, 
Aragorn should be able 
to win a hand-to-hand 
combat. You'll have to 
deal damage quickly 
because of the Mouth of 
Bauron's healing ability. 
With all three of your 
special Bword abilities, 
in hand. 


WEAPons 

• GLAmDRiRG 

• LighTrirg 


T CooPERATivE Play 


Gahdalf add Aragorji 


Aragorr charges aT The IHouTh oe Saurgr ard Ties Him up in ore-or-ore comBAT. Gardale peppers The grourd 
ARO unD THEm wiTh GLEAnsinc Fire ahd circles The baTTle wiTh Healirg WisDom as oeTer as possible. Gardale car 
EVER step close To mELEE wITh You Shall FloT Pass! To add somE DAmAGE. The IHouTh oe Saurpr cahhoT wiThsTard 
The good guys’ Two heaviest hiTTers. 
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oBjectjae 


s^z capturze tine carap 
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Aragorn 

You have one final capture area to conquer, and 
Aragorn is the man to lead the charge. By now, 
you should Know Aragorn's skills inside and out. 
Any one of his three special abilities can help you 
seize the capture area. 


After the Mouth of Bauron 
falls, continue down the 
hill to the final capture 
area near the enemy 
tents. There's a rock 
that splits the terrain, so 
defenders can assault 
from either side. Bhred through the perimeter guards, and show 
no mercy to the Ores inside the capture area with Anduril's Bpirit 
or Wave of Undead. When you expend the last of your energy, 
there should be nothing left but charred Ore bodies and a lone 
flag now your own. 


DESCFjption 

The greatest wARRioi^in The gaihe, Aragorh slices 
Through eoes wiTh His mAcicAL sword, AnDURiL, ahd 
wiThsTahos blow aeTeb^blow To conTinuE The eight. 
Duhharrow Dash shoulders eoes ouT oe The way ahd 
WORKS WOHDERS AGAIHST OVERRUn SiTUATlOHS. AnDURIL'S 
Spirit will ruih ah oppohehT ie you TiiiiE iT To strike 
The eoe. Youp^mosT powerful ability, Wave of 
I/hdead, sprays ah area-effect blast That AnniniLATES 
ahyThihg in iTs paTh. Aragorii car lead ary charge, 
ARD There’s no beTTekhero FOKWADino inTo The TnicK 
OF TniRGS To slaughTekSauror’s minions. 


(T ^ 

WEAPons 

• ArdurIl 

• THROwinc Axe 

oooooooooooooooooooooooo<xx> 

SPEciAL AfiiLitiES 

• Durharrow Dash 

• AnDURiL’s SpiRiT 

• Wave of Vadead 



Aragorn has a hidden special ability: Press and hold Heavy 
Attack for 5 seconds, then while still holding it press 
Light Attack. The ability has a lengthy beginning, but 
if you complete it, you gain the power of the undead for 
30 seconds! 



Qandalf has multiple 
abilities to seize the camp, 
though Cleansing Tire is 
still the spell of choice. 
With a little help from your 
allies, you should sweep 
away any Ore remnants 
and claim the capture 
area after a handful of 
Cleansing Tire bombings. 









oo<x>o<xxx><>oc><>o<>o<xx>o<x><>o<xxxxxxx>o<x>o<>^^ 


You have captured the final area, but now you have to hold 
It. You and your allies nnust nnaintain possession of the 
previous capture circle, which expands to twice its size for 
this objective, for two nninutes. The forces of bauron will throw 
everything at you — hundreds of Ore Grunts, dozens of Ore 
Officers and Captains, countless Trolls, and even hell Beasts. 
It's your toughest challenge yet, and for Trodo to have enough 
tinne to destroy the One Ring in Mount Doonn, you nnust hold. 




DESCFjption 

niiDDLE-EARjH'S GREATEST WIZARD, GaRDALE, RIATCHES UP WELL AGAIRST ARY OE 
Saurqr's miRiORS. You Shall IToT Pass! destroys EREmiES rexT To Him, while 
L iGHTniRG ARD Clearsirg Fire burr Them aT p^rge. In close comBAT, 
Gardale cuts Through eoes beTTeigThar you'd expect wiTh his Tr^sTy 

GLAmDRiRG IR HARD. AlL THIS POWEP^COmES IR A 

ERiimE That car hardle loTs oe damage, ard ever ie 
The eorces oe evil hiarage To hurT Him, Gardale is 

ORLY ORE HEALiRG WiSDOm AWAY ERpIII RETURIliRG TO 
LULL health. 


WEAPons 

• GLAIUDRiRG 

• LiGHTniRG 


00<X><xXx><><XxX><>X><><><XXX><X>^^ 

SPEciAL AfiiLitiES 

• HEALinG WisDOiii 

• You Shall IToT Pass! 

• GLEAnsinc FiRE 


Gandalf is better than Saruman at dealing with groups of 
enemies: his Cleansing Fire is very wide, and his Lightning 
spreads to many foes, charged or not. However, his attacks 
deal less damage to each target. 








cm 


iwnifi 









<♦ stoRratng tbe Black gate || 

War of the Ring 


Gimli 


As Qandalf, or anyone else for that matter, your job is to slaughter 
as many enemies as you can. Don't worry about holding the 
whole capture area. You won't; there are too many enemies 
pouring in. They will begin to overrun your position, but so long as 
you can Kill more of them than you have allies in the area, you will 
win. Qandalf's Cleansing Tire is magnificent for slaying handfuls 
of Ores quickly, and you'll want to throw around You Shall Mot 
Pass! often to fell even more bodies. Lightning can arc to multiple 
targets, too, but don't be afraid to pull out QIamdring if it means 
spilling more Ore blood. Co on a killing spree for two minutes, 
outlast the enemy horde, and you save Middle-earth with a little 
help from a certain humble hobbit. 

Aragorn 

Give It your all here. 

Attack every Ore you see 
to charge your energy, 
then release that energy 
in special attacks to 
slaughter even more foes. 
Don't stop for anything. 

The only healing you will 
receive is from the health 
Orbs that may drop from 
your victims. Crab them, 

and keep going until the time limit expires or you drop. 


; Qimli will follow Aragorn's 
' lead: Keep slaying until 
you're slain. Hopefully 
I you won't be, and you'll 
I rack up the kills to keep 
I ahead of the time clock. 

Ij Whenever you get a 
chance, unleash your 
special abilities, then 
replenish energy by killing 
'' “ ” " ■ ■ ’ ' more Ore Grunts. If you 

can pull it off, the two shortest heroes — a Dwarf and the hobbit 
Trodo — will have won the day! 


CooPERAtivE Play 


I Gahdalf abd Aragorji 

The sTrphgesT PAiRinG miGHT as rally Together^ 

AHD EiniSH iT ALL OFF. FiGHT SIDE BY SIDE IFl THIS 

battle so That GAnDALE’s Healihg WisDom cah 
boost both players' health. TEAminG up on a 
S inGLE EnEIIIY GROUP WILL WIPE Theih out alhiosT 
insTAnTLY, Though you hiay wahT To spread The 
wealth To raise The body gouhT. AeTep^Two minuTES 
OF nonsTop AcTion, The Two leaders of The Free 
Peoples will sTahd vicToRious ahd pave The way 
EOR^THE EUTURE prosperity of iTliDDLE-EARTH. 


Legolas 


Keep that trigger finger 
going at a crazy pace. You 
need to slay bunches of 
Ores to finish on top, so 
you must be very accurate 
with your shots and make 
sure each of your Fire 
Arrows and Multi-Arrows 
iands in a crowd. 
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❖ saciROQ rzegains 
the one rzing 


1 LEGEND ^ 

0 start 

© Objective 6 

Q Objective 1 

© Objective 7 

© Objective 2 

Nazgul 

© Objective 3 

^ Witch-king 

© Objective 4 

© Frodo Baggins 

© Objective 5 

r 




oBoectJue i: acQulrze the mask 


Nazgul 


On your first nnission for 
the Dark Lord 5auron, you 
nnust retrieve his One Ring, 
it starts outside the ciiffs 
of Mount Doonn, where you 
nnust battie through hordes 
of traitorous Ores that seek 
the Ring for thennseives. You 
piay a Mazgui for the first few 
objectives, which gives you great power over the iowiy Ores that 

stand in your path. The first Ore wave wiii press you at the starting area. 5iice through thenn with your 
biade, and caii upon Biack Breath and Tiurry of Terror to deai with the iarger Ore groups. 


/ — ^ 

DESCRjption 

SAVRpn's foot soldiers were oncE ninE moRjAL 

raEn WHO ARE jiow FOREVER^EnSLAVED TO THE LoRD 
OF niORPORlS SERy.ic'E, ThEY FIGHT LIKE WARRIORS 

■V 

witH svpereiaTvral powers, svch AS Blac^BreaTh, 

WHICH CAH FREEZE VICTifflS in FEAR^AS iT DEALS DARIAGE. 
Power^of The OinE car lower^a TERRiFic Boom as 
The riAZGVL FLIPS Toward iTs Target, ahd Flvrry of 
Terror^slices swifTly EVER AS iT lifTs The ITazgvl ovT 
OF immEDiATE darger^ 


WEAPons 

• Sword 

• Throwirg Axe 

0<XXXXXXXX><>><>0<XX>0<X><>0<>0<>00 

SPEciAL AfiiLitiES 

• Flurry of Terrpiv 

• BlacicBreaTh 

• Power^of The FlinE 





Fight up toward the gated 
entrance ieading into 
Mount Doonn. Flack or 
dodge the last few Ores, 

then pull the lever to the right of the portcullis on the ground 
Rush inside before nnore Ores can grab you from behind. 


Cross the bridge — 
carefully! — that passes 
over the lava river. Move 
up to the intersection 
ahead and veer to your 
left. You may have to 
battle a few Ores at the 
intersection, and you'll 
definitely have a small 
fight in the chamber 
to your left. The mask 
floats in the middle of 
this chamber, and the 
Ores aren't going to 
Just hand it over to you. 
Crush them and take the 
mask to complete the 
first objective. 
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- CooPERAtivE Play 


riAEGVL AHD ITaZCVL 


|n 

You HAVE no CHOICE HERf: IIazgul are The ohly garie in Town. WoricTogeTher^To deeeaT YOUR^EnEmiES. While 
^H^ konE ITazgul sTuns a group wiTh BlacicBreaTh, The secohd car chop inTo Theui as They sTaeid QuivERiriG. 

® ^ 


oBjectiue 2: zyGUuerz tbe mask 


0<X>00<XX>0<X><X>00<0><>0<><>0<X><XX>0<>0<><X>0 


- Cooperative Play 


Nazgul 

After you grab the mask, 
brush back any remaining 
Ores that may harass you, 
and race away from the 
mask chamber and toward 
the horge in the center of 
the map. You can choose 
to fight the onrushing 
enemies or continue 
running past them. 


5iow when you near the 


ciosed portcuiiis into 
the horge. Puii the nearby iever and charge inside directiy to 
the horge itseif. Once you deposit the mask at the horge, you 
compiete the second objective. 


ITazgvl ahd ITazgvl 


I" 

OnE ITazgul cah hiake The Run To briitg The hiasic 
T o The Foroe. WiTn Two, iT’s eveh easier^ The 
oriE WHO is noT HOLoiriG The niAS^inTERCEPTs ahy 
Orcs That Try To slow Down The hiasic carrier^ 
Of course, you cah boTh draw swords aeid 
^^^^A nniHiLATE The Orcs iE you preeeic 

^ 


oBjectloe 5: kiLL 20 foizge orcs 


<x>o<x><>o<xx>oo<><><x>ooo<><>ooo<>oo<x>ooo<> 




Nazgul 


To power the Forge and bring the 
Witch-king back into existence, 
you must siay 20 Orcs within a 
two-minute time iimit. Even as 
the Mazgui, this wiii be a tough 
chaiienge. You have Ore Mages 
tossing Lightning and fire around, 
and even worse. Ore Warriors arrive 
to compiicate the battie. 








In the battle at the Forge, avoid the Ore Warriors. They take too long 
to kill and can hurt you badly when they swarm. 


Choose your targets 
well to Kill 20 In the two 
nninutes. Rush after any 
Ore Qrunt you spot; they 
drop with a single hit. 

Ore Mages are also juley 
target as they generally 
only take two to three hits 
to die. While doing so, 
stay elear of the Mage's 
fire or you'll erash and 
burn, literally. 5o long 
as you dodge the Ore 
Warriors and pieK off the 
weaker Ores, you ean 
beat the tinne linnit on the 
objeetive and eall forth the 
Witeh-king to your side. 


CooPERiitivE Play 


I riAZGVL ADD riAEGVL 

By now you should be used To The TAnDEm. 

It's mucH easieb^To up The body counT wiTh Two 
nAHGUL, AHD OHE CAR ALWAYS BE Oil THE LOOKOUT 

EOB^ Orc Warriors To beTTeb^avoid Thehi. 

— 


At first glance, the Witch-king may appear similar to the 
Fiazgul, but his Terror Quake can damage an entire battlefield 
full of enemies! 


oBoectfoe 4: kiLL tbe €cDo orc captains o<>o<xxxxxxxxxxxx> 


❖ saaROQ Regains the one Rtrag i 


Rise of Sauron ■ 








Witch-king 


As the Witeh-king, follow the passages toward 
the Ore Captains in the southern ehannber. When 
you eross the lava bridge, you know you're elose. 
Call forth the ethereal energy around your 5word 
and ready for 
battle against 
the Captains 
and their Ore 
henehnnen. 


j — 

WEAPons 

• Sword of Terror^ 

• tHRpwinG Axe 

<xxxxx>o<>o<>o<>o<x><>o<><xx><xxxxx> 

SPEciAL AsiLitiES 

• AnGmAivFLURBY 

• BlacigBreaTh 

• Terroig Quake 

DESCRjption 

As YOU miGHT 
imAGinE, The leadeigoe 
The riAZGUL HAS The same sTrehgThs ahd weakjtesses as 
The ITazgul. However^ His inTiraiD'^TinG eorto packs 
A LITTLE mORE PUnCH, AHD ATTACKS LIKE TeRROB^QuAKE 
ARE SWIETEIGTO execute. ThE WiTCH-KjnG COmiTlAnDS 
WHATEVEIGSiTUATion YOU SEHD HIHI inTO, OEEEnsiVELY OIG 
DEEEnsiVELY, AHD THE EHEHIY shall BEHD THEiB^KREE ORE 
WAY OB^AROTHER^ 
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CooPERi^TivE Play 


I WitCH-KjnC AHD riAZGVL 

The CapTaihs won't Know whaT Hit tHEm. The 
W iTcH-KjnG CAn level each CAPtAin wiTh a Terroic 
Quake, ahd The nAZcuL car movE in To deal loTs 
OE DAiHAGE in TighT wiTh Blac^BrjaTh ard The 
POWER^OE The niRE, 




oBoectfoe 


5^: rzall^ to saciRoo^s rzooZ) <xxxxxxxxx><xx><xxx>o<>o<> 


Witch-king 


Exit the Captains' channber 
through the western 
passage and continue 
to your next objective: 

Bauron's Road, which 
ieads up to the heart of 
Mount Doonn. Outside the 
Captains' channber, you'ii 
conne across another iava 
bridge, this tinne guarded 

by a Troii. Discretion is the better part of vaior here, instead of assauiting the Troii on the bridge, where 
one KnocKbacK attack fronn the creature can roii you into the iava, retreat. Lead the Troii back into the 
Captains' channber. You have a iot nnore roonn to nnaneuver, whether you choose to crush the beast or 
sinnpiy run by it. 


One of the Ore Captains 
is a Warrior. Me can beat 
you up badiy, but oniy 
if he gets ciose. The 
Witch-king's Terror Quake 
affects a wide radius 
around you; it's the best 
weapon against both 
Captains, especiaiiy the 
Warrior. When the Captain 
is down, foiiow up with 
Angnnar Eiurry or Biack 
Breath. When you're out 
of energy, conn bo attacks 
together to keep hinn 
off baiance. 


Nazgul 

if the Witch-king faiis, you 
nnust do battie against as 
the Mazgui. Eortunateiy, 
you have your Mazgui 
brethren to aid you in the 
battie. The Ore Captains 


wiii take ionger to faii, as 
you don't have the power 
of the Witch-king at your 
connnnand, though you 
can reiy on sinniiar attack 
patterns to feii thenn both 


as you'ii be dodging area- 
effect abiiities yourseif. 
The good news is that the 
second Ore Captain has 
iess heaith than the first. 
5iay both of thenn and you've connpieted the fourth objective. 


The second Ore Captain 
is a Mage, it nnight be 
nnore difficuit to reach hinn 
with your Terror Quake, 




❖ scLurzon rz&gcans tbe one Rtag | 

Rise of Sauron 



fnF 

T' V 









; 





Continue on and slice 
through a snnall group 
of Ores that guards the 
portcullis up to 5auron's 

Road, riip the lever and cut through sonne nnore Ores until you 
reach the top of the hill. When you reach the flag, the objective 
ends and you get your next: Kill Trodo Baggins, Ringstealer! 


CooPERAtivE Play 


I WitCH-KjnGAnD IIazgvl 

If yov choose To dodge The Trpll, yov doh'T eveh heed Two players, buT you ktiow 
aT least ohe will be safe FRom The Troll's lohg reach, Wheh you eight Together^ The 
^Orcs will fall like REAPinG wheat ahd you'll reach Sauroh's RpAD. 

— 


oBaectioe 6 : kiLL f Ror>o Bogglns 


o<xxx><><xxxxxxxxx>o<xxxxxxxx><x><^ 




One Hobbit stands in your way, 
but he's a wily and dangerous 
one. Make sure you clear sonne 
space between you and the 
road Ores, then go after Trodo. 

He will be invisible, and arnned 
with the potent Bting, so your 
first task is to locate hinn. 

Either spot his nnovennents 
when he whips out Bting, or get close to where you think he is 
and let loose a Terror Quake. The area-effect blast will expose 
his position. 


Witch-king 


I 



You have to "defeaT' Erodo several tinnes before the 
two-nninute tinne linnit expires. The first tinne is right by 
the flag close to where you start. After you deal enough 
dannage to knock hinn down to two-thirds health, you 
will vanish and appear up the road. Eight Erodo next on 
the road before the Mount Doonn entrance and drop the 
Hobbit to one-third health. 
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In the swirling vapors 
inside the heart of the 
volcano, Trodo is about 
to drop the One Ring into 
the fires and destroy it 
forever. Battle hinn here 
one final tinne. Me will 
bring everything at you; 
be very careful he doesn't 
Knock you over the edge 
with a Satchel Bonnb or 
Blasting Powder. Counter 
with Terror Quake and 
Black Breath, or go for a 
series of nnelee connbos to 
keep hinn stunned, heap 
the last of the dannage on 
the hobbit and end his life 
to finish the objective. 


Nazgul 


You have a hard road 
ahead of you as the 
MazgOI. Prodo can duel 
with the Witch-king and 
will prove a handful for 
your skills. As with the 
Witch-king, look to expose 


his position and land a 
series of attacks to keep 
hinn stunned. If you have 
extra lives, try to do as 
nnuch dannage to Prodo as 
possible without worrying 
about defense. It's a race 
against the clock. 




WitCH-KjnG AOD ITazgvl 


DouBLE-TEAmino Frpdo is The way To go. The nAZGUL should ehgage ahd draw The HobbiT's Ire, 
WHILE The U/iTcH-KinG prepares a mAssivE aTTagicTo Doom The liTTle ScouT. P^epeaT Three TimES To 
EORCE The HobbiT To drpp The Rihg beeorj he Tosses iT inTo The lava. 




oBoectfoe z: get: tbe Ring 


<XXXXXxXXXXXX>0<XX><X><XXXXXX><XXXXXXXXXXXX>0<X><>0<> 


% 


Witch-king 


When the dust settles, you stand 
before the One Ring in the place 
where it was created. Crab hold of 
it for your nnaster and win this dayl 


Nazgul 


Stepping over the dead 
hobbit's body, seize 
the Ring for the glory 
of Sauron! You have 
now saved Mount Doonn 
and all of Mordor fronn a 
terrible outconne. 


Cooperative Play 




■ WitCH-KjnG AHD ITazgvl 

TogeThep^you cah BAS^in The SATisEAcTion oe a 
vicToRY ovep^The HobbiT ahd his eoolish masters 
WHO Thought They could destroy The Ohe Rihg in 
SUCH A RECKLESS EASHion. LonC LiVE SAUROn! 






I ll^-c 








r I I ^ r H 


❖ the oRc Inucxsion of: osgiLlatkr 


(Lr: Rise of Sauron 


❖ tbe ORC fooasioo o^z 

osgtLiatb 


This is in the running for easiest objective. You see 
the flare a few yards in front of you. Pick it up to 
connplete the objective. 


oBoectfoe 


1: acQuiYze tbe flatzG 


<XXXXXXXXXXXXXXXXXXX>0<XC><XXXXXXxX> 


LEGEND 


I 0 start 
I 0 Objective 1 
I 0 Objective 2 
I 0 Objective 3 
0 Objective 4 
j 0 Objective 5 
0 Objective 6 
Mouth of Sauron 
0 Faramir 

r 
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CooPERAtivE Play 


I SCOVT AHD WaRJUOIL 

This is fust GEARino up fop^The hexT OBjEcTivE. The 
Scout should grab The flare. The WARRiop^movES 
in FRonT AHD wiLL Run inTERfEREncE soon. 




This objective is a run for 
your iife. Your goai is to 
carry the flare north the 
length of Osgiliath. Alas, 
the enenny Qondorians are 
plentiful and will try to stop 
you. While Cloaked, you 
are a little harder to spot, 
even though the flare's glow 
gives away your position, hopefully, you can dodge and weave through the crowd, avoiding Archer fire 
fronn atop the central tower and sword slashes fronn Warriors as you run by. If they spot you, the 5cout is 
nnost adept at rolling out of connbat. 


oBoectlae 2: take tbe fLofze to forzum sQuofZG 


Scout 


i4| lijvTTi , 




Warrior, Mage, and Archer 


If you don't want to 
use the bcout to run 
the second objective, 
choose another class and 
prepare for nnore fun in a 
few seconds. 



cacitioQ 



Several Gondorian Archers line the central tower. Don't stop too 
long below them or they will wipe you out. 



Run straight for the 
central tower with the 
annbush Archers atop, 
then veer right and run 
around the building and 
over the ruins. You'll spot 
a ballista ahead. If it's 
nnanned, it behooves you 
to stay Cloaked and nnove 
past it without detection. 
The pile of tinnber across 
the courtyard is your 
destination. When the 
tinnber ignites, you 
acconnplish your objective. 


Warrior 

With all the Warrior's 
health, he's a strong 
candidate to carry the 
flare. The Warrior also can 
bust through enemies if 
he needs to put some 
space between sword 
blades and armor. 



Mage 

The Mage might go down 
quickly if hit, but he can 
heal, his Shield is also 
clutch against the ambush 
Archers atop the tower. 

Tire Wall will clear the path 
ahead of you; stand inside 
the flames if swarmed by 
enemies and look for a 
chance to break toward the timber pile. 



t 

I 

I 

j 



1 CW ^ P«UE1£I 



V 


♦> the oRc Inucxsion of: osgiUathi. 


(Lr^Rise of Sauron 



Archer 

Battle back against the 
enenny Archers with an 
Archer of your own. If 
you're quick with your 
drawstring, you can 
elinninate enennies at 
various positions and 
force a hole through 
the defense. 



^ CooPERAtivE Play 


I ScOVt ADD WaRRJoR^ 

WiTh The WARpjoivsPRinTinG ahead, The ScouT 
EOLLOws in HIS prpTecTive shadow. The Warpjoig 
hits ary EnEHIY GRPUPS like a BOWLinG BALL inTo 
pins, ALLOwinG The ScouT To pass Thrpvgh. 1e 
T nillGS get DiGEY, ESPECiALLY AROVAD THE EHEHIY 

Arghers, The ScouT Cloaks ahd dashes The elare 
^T o The TimBEP^piLE. 






oBject\ae 5: T>efer 2 (D tbe forzum sQuorze ooooooooooo 




Warrior 


Tor the upconning battle, you want to 
switch to the Warrior if you can. You 
nnust defend nnost of the Torunn area 
in the allotted tinne linnit. It won't be 
easy because enennies pour out of 
the nearby basilica and the area is 
divided by a patch of ruins, so you 
have to split your attention to two 
areas at all tinnes. 


The Warrior can brush back enennies with Whirlwind Sweep, and 
his superior blocking skills can conne in handy if you need to hold 
a little longer to connplete the objective. 



i 

I 



Mage 


Use hire Wall on one side 
of the Torunn, then run 
over to the other side 
and throw Lightning or 
Shockwave if enennies 
have penetrated deep 
into the circle. When Tire 
Wall is charged, hurl it and 
slide over to the other 
side. Repeat until the tinne 


linnit ends. 




I 


Scout 

You probably did thejob 
getting here with the 
Scout, so he can take a 
breather. With so nnany 
enennies pouring in, your 
Cloak and Backstab are 
of linnited effectiveness. 
Rely on Satchel Bonnb and 
Blasting Powder if you plan 
to fight it out. 



Archer 

Stay back near the tinnber 
pile and pick off enennies 
as best you can. Use Tire 
Arrow as often as you 
can, and poison any group 
ennerging fronn the basilica 
to slow their assault. If 
you need cover, the ruins 
in the middle provide 
relative safety. 



Cooperative Play 


■ HIage ahd Warjuoil 

H The WARRioiGRyns poinT aT The Top oe The cirgle, 

WHILE The niAGE stays BAG^HEAP^THE TimBEP^PiLE 
AHD LAUnGHES RARGED ATTAGKS. ThE fllAGE SHOULD 
H ORLY step up wher The Warriop^reeds A Heal. Wher 
H somEORE SLIPS BY The WarrIoig The ITIage should 
Target Theui imniEDiATELY To avoid PROBLEms. 

IP — ~~ 


y 
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oBjectJue 4: rzaLL^ to the Botterzlng Ram 



<x><x><xxxxxx> 


DEscFjption 

The IHovTh of Savroh is not like oTHER^rriAGES. His mELEE 
attacks are uniQVE, ahd His BARi^D-DOR^FvRy is actually a 
POWERFUL Staff coribo. CaTch a foe wiTn The full bruhT of 

BARAD-DUP^FUPy AHD EVER CAPTAinS wiLL FALL. Of COURSE, 

HE STiLL HAS THE ADVAHTAGE OF OTHER^ III AGES, wiTH A FiP£ 
Wall ThaT cah harri muLTiPLE EHERiiES aT ohce ahd a Heal 
That cah reTurh Him To full sTrehgTh ever iF he DEcioES To 
CHARGE inTo The miosT of heaTed comBAT, 


The Mouth of Sauron's fully charged Lightning attack deals a small amount of damage to 
the first target and then increases damage to each enemy it arcs. Use it against a group for 
maximum damage! 


If you choose not to 
go with the Houth of 
5auron, the 5cout will 
reach the battering rann 
unscathed. At full charge, 
you have enough energy 
for your Cloak to take 
you the entire run to the 
battering rann. 


bear any stray enennies 
with Lightning or Fire Wall. 
Fleal if you nnust, and 
nnake the short run to 
the battering rann to fulfill 
the objective. 



TCooPERi^tivE Play 


MovTh of Savroh 

ADD WaRJUOIC 

You CAR PROBABLY COURT THE RUmBEP^OF EREmiES 
That wiLL OPPOSE you or The short rur To The 
baTTerirg RAm, WiTH The IHouTh ard a Warrior^ 
They have no prayer^ The Warrior^should focus or 
KEEP iRC EREmiES OFF The HIouTh OF Sauror, uhless 
The UIouTh wahTs iT ThaT way! 







CooPERAtivE Play 


I HIovTh of SAVRpn 

AHD WaRJUOIL 

VnLiKE in solo play, The WARRioi^DOEsn’T lead 
The charoe wheh TEAmino up wiTh The IHouTh 
OE SAURon, Let The HIouTh do mosT oe The 
DE sTRycTion. The WarriorIs |ob is To kill EnEiniES 
AROunD The BATTERino raih ahd deeehd The 
HIouTh eroih ary aTTack. ESPEciALLY Those sheaky 
k EHEfflY ScOUTS, 

' - 


❖ tbe OR.C \noas\on of: osgfUatb | 

Rise of Sauron 


oBject\ae 


s^z cleorz tbe BrziXDge 


<xxxx><xxxxx><x><>oo<>o<xxx>o<xxx>c>o<x><><>c>o 


To reach the Qondorian 
fortress and bust in its 
gate, you first nnust ciear 
the bridge and aii its hostiie 
defenders. The Gondorians 
wiii charge the battering rann 
even as you arrive. Use your 
Lightning frequency, because 
the Mouth's version does 

even nnore dannage as it arcs from opponent to opponent. Drop hire Waiis when enemies coiiect around 
the battering ram, and the Mouth can even move into meiee with his Barad-dur bury attack that siams 
normai enemies quickiy. 


Mouth of Sauron 


Mage 


You have the same pian 
as the Mouth of Bauron, 
except no jumping into 
meiee combat for you. 

Use a Meai whenever you 
or nearby aiiies are injured 
in the chaos. 


Archer 


Traii the battering ram and 
push up aiong the sides 
when you see a ciear path. 
You want to get good 
angies on approaching 
enemies and ciip them 
with Muiti-Arrow and 
Poison Arrow. Bave your 
hire Arrows for the barricades, 


Once you ciear the first 
wave of enemies, the 
battering ram wiii siowiy 
start moving up the rise 
and then out over the 
bridge. There are severai 
barricades biocking its 
path. Burn them with 
hire Waii and try to catch 
stray enemies in your fire 
circies. Continue to foiiow 
the battering ram up one 
side and then the other as 
you barrage the defenders 
with Lightning. When you 
reach the gate and no 
Qondorian stands, the 
objective is compiete. 


Lead the charge and stay out in front of the battering ram. 

Your fire attacks can burn down the barricades, if you meet the 
iarge groups and take them down quickiy, the battering ram wiii 
roii aiong. At the end of the bridge, after you smash the iast 
enemy, the battering ram crashes into the gates to finish off 
the objective. 




Warrior 
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oBoectiae 6: kiLL farzomirz 

Mouth of Sauron 


5auron has asked you to dispose of 
the current lord of Osgiliath, Tarannir. 
hirst you nnust battle through sonne 
nnore Qondorians in the fortress 
courtyard, hire Walls and Barad-dur 
hury will do the trick. Look for the 
ruined staircase on your left. Battle 
up that to reach harannir on the 
platfornn above. 





<xxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxxx> 











> * 1 

4 ^*-^ I 




harannir can prove deadly 
if you let hinn get in close; 
he has a tendency to 
hit for nnultiple connbos/^ 
and he hits hard. Move 
around hinn in a circle. 

Drop hire Wall at his feet, 
or between you and hinn 
if he's charging at you, 
and hannnner him with 
Lightning while recharging 
your other spells. Brush 
him back with Barad-dur 
hury, but don't think you 
can go toe to toe with him 
in a melee competition. 
Whenever you're 
wounded, move away and 
heal, hventually, the once- 
mighty Warrior will die. 


Warrior 



Think you can take on a 
■ Warrior just as good or 
better than you? You'll 
have to be at the top 
of your game to out- 
combo him. Block often 
when he winds up, and 
counterattack if you can. 

Don't try hlame of hury 

unless you are absolutely sure it's going to land, though Whirlwind 
Bweep can back haramir off while you come up with a new plan. 


Scout 


hollow the same course 
as the Mouth of Bauron, 
though you had better 
hope you have enough 
extra lives to withstand a 
couple of deadly assaults 
from haramir. 



Don't try to fight him 
directly. Go in Cloaked and 
try for an ambush, throw 
Batchel Bombs at him, 
or catch him off guard 
with Blasting Powder. Do 
what you can to survive 
and damage him. When 
you get in trouble. Cloak 
and come at him from a 
different angle. 





IIIovTh of SAVRpn add IIIage 

Twice as mucH HEALino should ouTlasT PARiuniiCs heeTy DAmACE. The ITIouTh Takes The oelehsive, 
WHILE The IHage cohcehTraTes on HEALinc ahd THRpwinc a FinE Wall oncE in a wniLE. AeTei^a 
fcininuTE oi^Two, your^eire aad LicHTninc wiLL Down The would-be RyLEi^OE OsciLiATH. 








I' 




LEGEND 


Q Start 
Q Objective 1 
^ Objective 2 
^ Objective 3 
Q Objective 4 
^ Objective 5 
^ Objective 6 
^ Objective 7 
@ Saruman 




❖ tbe sacktagi 04Z 
mtnas tirzfth 


❖ tbe sacking of: rainas tiRith. 


^Rise of Sauron 


Mage 


With Minas Tirith under siege, 
your first objective is to capture 
the Courtyard on the ievei 
above your staring point. Let 
the huiKing Troii and your Ore 
aiiies trudge up the stairs in 
front of you first. The stairs iead 
to an opening 50 feet from the 
capture point. 
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Warrior 


Tight side by side with the 
Troii, just don't get in his 
way. Seize the capture 
area by brute strength. 

Cut down the reguiar 
Qondorians with connbos, 
and if a Captain shows up, 
flanne up your Sword. 


Scout 


Mo sense in getting 
yourseif dirty. Let the Troii 
run point as you sit on the 
capture area CioaKed. if 
the enemy doesn't think 
the capture point is in 
danger, they'ii concentrate 
on the Troii and aiiow you 
to flip it unopposed. 


CooPERATivE Play 


If the first Troll dies in an assault, wait for a few minutes and 
another will spawn near the starting area to assist you. 


oBoectfoe 2: steal the cuoojn of. gonoofz 


<xxxxxxxxx> 




Archer 

Tollow the same plan as 
the Mage. Support the 
Troll with Tire Arrows to 
disrupt enemies trying 
to gang up on it. Poison 
Arrow will slow any 
enemies heading your 
direction, while Multi- 
Arrow can silence multiple 
guards in the capture circle. 


liVVTii ^ H 




Mage 


Your second objective 
involves stealing the 
Crown of Condor in the 
chamber past the long 
walkway to the west of the 
Courtyard capture point. 

Again, allow the Troll to 
forge ahead, heave your 
Tire Walls ahead of the 
Troll; together your fire 
and the Troll's massive paws will sweep aside any enemies on the 


long walkway. 


V IIIage add Argher^ 

You ALREADY HAVE A GROUHD EORCE wITH THE TrOLL 

AHD Orc allies. Split ouT To EiTHEP^siDE in The 
Courtyard ahd uhload wiTh your^rauged aTTacels 
on The largest ehehiy groups. Ie An ehehiy goes 
aeTeigThe Troll, picicTHEm oee oigadd daitiage 
so They go Down easTer^ OncE The Courtyard is 
CLEAR^ YOU both STEP inTO The CAPTURT CiRGLE AHD 
^B^^comPLETE The OBjEGTivE in a hiaTTeigoe raoniEnTs.j 


The Troll will do the heavy 
fighting. Support with 
Lightning and Tire Walls 
to burn any enemies 
lingering in the capture 
area. As the Troll and your 
Ore allies battle at the far 
end of the Courtyard, step 
into the near side of the 
capture circle and begin to 
flip it. if the meter pauses, 
you know an enemy has 
entered the circle. Tigure 
out which enemy that 
is, and remove him with 
your ranged attacks. With 
a little persistence, the 
Courtyard will be yours. 











CooPERATivE Play 


I IIIage add Argher^ 

Each rahged experJ picks a side oe The walkway. Advahce slowly BEHinD The Trpll ahd conTinuE 
To let loose PROTEcTiLES. The ahiouhT oe area-eeeecT coverage will blahkeT The ehehiy aTTack. 
^ConTinuE The barrage uhTil The Crpwh resTs on your^back. 

^ ^ — ^ ----- 


♦> the sacking o.p minas t\rz\th 


oBjectiae 5 : 

DeLioeR the crocoiq to the no:z:guL <XXXXXX><X><XXXXX><XXXXXXXX^ 


Scout 


Enter the arch at the 
end of the walkway and 
deal with the enennies 
inside. The Qondohans are 
outnnatched. They have 
to squeeze down a tight 
corridor to get at you, and 
one Eire Wall swallows the 
floor wall to wall. At the 
end of the corridor, the 
Crown rests on a dais in 
the next room. Snatch it to fulfill the second objective. 


Warrior 

Work with the Troll and 
bounce from enenny 
group to enenny group 
as you slowly cut 
through the resistance. 

If you're patient, you can 
systennatically rennove 
the threats and walk up to 
the Crown. 


The Scout can get the 
Crown to your Mazgul 
boss the quickest and 
with the least annount 
of hassle. Recharge in 
the Crown roonn and 
Cloak with full energy. 

While invisible, exit 
the channber out the 
far passage and turn right. A barricade blocks the 
stairway leading toward the rendezvous point. Toss 
a Satchel Bonnb to burn it to a crisp. 


Scout 


Mo fighting is involved for 
the Scout, unless your 
Cloak fails you. Pass by 
the enennies invisibly and 
nab the Crown. If you 
want to go the stealth 
route for this and the 
next objective, the Scout 
actually becomes the top class. 


Archer 

If it worked for the Plage, 

It should work for you. 

Ride the power of the 
Troll up to the arch, then 
use your special arrows 
to clear the corridor that 
leads to the Crown. Save 
a Multi-Arrow for when 
you enter the Crown 
room, pop anything that moves and then grab the Crown. 
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Cooperative Play 




I SCOVT ADD WaRJUOR 

The Warrioi^goes eir§T ahd chops Through EHEmiES ouTside The Crpwh Room ahd burtis dowh 
The barricade wiTh his eir£ Sword. The ScouT Cloaks ahd carries The Crowh saeely. Wheh a 

t LARGE GROUP ATTACKS, THE U/ARRIOR^EnGAGES AHD THE ScOUT SLIPS BY TO CALmLY DELIVER^THE GOODS. 

1 ^ 


oBjectJoe 


4 : rzaLL^y ot the stoirzs <x> 


Scout 


This one is another easy travei 
objective. Run through the 
doorway near the Mazgui. Dart 
across the inner chamber and 
a secret door opens on the far 
side of the room to bring you 
bach to the starting area. Just 
iiKe that you've compieted the 
fourth objective. 


Warrior 


The Warrior won't have any probiems with the short run, 
either, he's aiso weii equipped if a few enemies show up 
inside and a iittie meiee combat takes piace. 


Mage 

Lightning and hire Waii wiii 
biast through the enemies 
(and barricade) to reach 
the stairs, if you get iow 
on heaith, heai and make 
a run for the Mazgui. 


Archer 

Take it siow and pick off 
enemies from atop the 
stairs, hire Arrow can ciear 
a path, and if you feei the 
enemies are growing too 
quickiy, strike the iargest 
group with a Poison Arrow 
and try to out-race them 
to the Mazgui. 


You may have to rest 
here, or cut down a few 
enemies as you recharge. 
When your energy meter 
is at ieast haif fuii, Cioak 
again and descend the 
stairs. Pass by aii the 
guards and turn ieft up 
the next set of stairs. At 
the top of the rise, you'ii 
see the Mazgui with its Peii 
Beast. Deiiver the Crown into the Mazgui's bony hands and you 
compiete another objective. 


I 


With a goodiy amount of 
heaith and the abiiity to 
buiid up to a sprint quickiy, 
the Warrior can reach the 
Mazgui quickiy, too. A Jab 
with any fire attack burns 
the barricade, and a few 
Bword swings may be 
necessary as you ciimb 
the steps to your Mazgui master. 


Warrior 




I 



❖ tbe sacking of: rainas tiRttb 


-v^^Rise of Sauron 



Mage 

Meal up near the Mazgul, 
then nnove inside. Throw 
a Tire Wall into the nniddle 
of the roonn and run 
through it as a defensive 
precaution. Lightning can 
sizzle any enenny still 
causing you a problenn. 



I Archer 

$ 

: Run through the roonn to 
V the secret door as quickly 
:■ as you can. Only draw 
■ your arrows if you have 
J to rennove a threat to 
J connplete the otyective. 





Cooperative Play 


■ SCOVT ADD WARRjOR_ 

ConTinvE where you leeT oee beeore. The ScouT cah reach The secret DOOR^invisiBLY 
^B^^OR^TURH AROUHD AHD assist The U/ARRiOB^IE EHEmiES DECIDE To EORm A BLOCKADE. 




oBjectiae 

clean a patb fan tbe Battenmg nam o<xxxxxxxxxxxxxxxx> 




Mage 


Mow that you've looped back 
around to the starting area, 
you'll want to head to the back 
of the Courtyard and head 
east toward your battering 
rann. hollow your Ore allies, 
and hopefully a Troll, as they 
charge against the Condorians 
surrounding the battering rann. 
Lend aid with hire Walls, Lightning, 


and Meals when you see the green plus sign floating above allies' heads. 




As with previous battering 
rann challenges, you must destroy the barricades blocking its path 
so that it can roll forward, hire Wall does this and more, as it may 
catch a few enemies as it flares out. Continue to support with 
Lightning and Meal until you've burned a path for the battering 
ram to knock in the doors to the city's top-most level, baruman 
will join you here, and you've completed the fifth objective. 


I Archer 

f Your strategy is the same 
as the Mage's. You don't 
have healing, but you 
: can make that up by 
dealing extra damage to 
/ offending enemies. 5ave 
your hire Arrows for the 
barricades and you'll make 
quick progress. 

I Warrior 

I hire 5word ignites the 
barricades, and any 
number of your special 
. attacks can topple the 
J Condorians. Safeguard 
I the battering ram as it 
❖ climbs to the upper-level 

doors. It won't matter how low you get on health if you complete 



! 
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sARymAn 


the objective; baruman arrives and he s at fuii heaith to begin the 
next objective. 


Scout 


Dtick very ciose to the 
battering rann and siice 
through enennies that try 
to innpede it. if it's Just a 
singie foe, Cioah and go 
for the BacKstab. 






IIIage ahd Warjvjor^ 

■The ITIage haadles The barbjcades witH FiR{ Wall 
A nn Heals FRom The reaiv "fHE WarbJoivwalks 
AHEAD OF The BATTERinO RAIH ahd sweeps aside 
poTehTial Threats. Ohce you quell The first wave 
OF EHEiniES, The biggest DAnGEP^HIAY BE geTTihg Ryn 
OVEIQBY The baTTerihg RAin. 


WEAPOns 

- Staff 
’ LiGHTninG 


<x>oooooooooc>oo<>ooc><xxxxxxx> 

SPEciAL AfiiLitiES 

• Heal 

• isEHGARp Blast 

• Fire Ball 


DESCFjPtion 

Saruhiah mAY resehible Gahdalf wiTn ohe iiiA|oiGDiFFEREncE: 

He has The poTehTial To deal irore dairage. Where Gahdalf 

AHD ITIaGES in GEHERAL CAH HARIR IRULTIPLE FOES WITH THEIIQ 

area-effect flaires, Saruirah’s Fire Ball has a TiGHTEP^FiRinG 
ARC AHD erupts FOR^IRORE DAIRAGE IF YOU STRIKE YOUIQTARQET. 

His isEHGARp Blast iraTches Gahdalf’s You Shall HoT Pass! ABiLiTY, ahd wheh he 
LOSES health, a Heal cah brihg Him back-up To full. Also, iF he PERFORms mELEE 
attacks ahd LAuncHES A FiRE Ball, iT wiLL Target The peb^oh he was aTTackIhg. 


Saruman is very powerful against single enemies. He has a high-damage Fire Ball, 
and his Lightning does much more damage to one target when charged. 


1* 


oBjectiae 6: Burzn tbe cobite trzee 


<xxxxxxxxx><x><xx><xxxx><xxx><x> 


Saruman 

The newiy resurrected 
Barunnan gets to iet his 
rage out on the nnen who 
once thought they couid 
end his reign. Fronn the 
broken gates near the 
battering rann, enter the 
corridor ahead and turn ieft 

up the stairs. These iead up - — 

to the open courtyard atop Hinas Tirith. The White Tree grows near the fountain in the center. 


There are hundreds of 
Gondorians guarding the 
area! it's tinne for some fancy 
footwork as you toss Fire Baii 
after Fire Baii at the White 
Tree. Once you get the tree 
burning, it wiii take four or five 
Fire Baii hits to char it to the 
ground. Continue avoiding 
Qondorian groups, using your — - - 

Lightning and isengard Biast to keep them at bay. 


Mage 


Mo doubt you wiii have 
to Meai a few times in 
this fight. With so many 
troops, it's difficuit to 
approach the tree for iong. 
Luckiiy, you can arc your 
Fire Waii severai times to 
destroy the White Tree. 







❖ the sacking of: rainas tiRttb 


. Rise of Sauron 





Archer 


Again, range is key in 
this fight. 5tay near the 
perinneter so it's harder for 
the Qondorians to swarnn 
you. Let ioose a hire Arrow 
into the tree, fire Muiti- 
Arrow and Poison Arrow on 
defense whiie waiting for 
the hire Arrow to recharge, 
then iaunch the hire Arrow again. Keep at it untii the White Tree 
burns to the ground. 


' Cooperative Play 


Warrior 

You wiii have heavy battie 
duty on this objective. 

Cut through the guards 
to reach the tree and 
ignite it with a fire attack. 

Move around the fountain 
constancy to avoid a 
swarnn situation, beverai 
strikes against the White 
Tree shouid connpiete the objective for you. 




% 


ij 


SARVniAn AHD niAGE 


r 

Double HEALino keeps you HEALTHiEP^THAn ie you ujere PLAYino solo, aud Tu/ice The EiREPOWEP^mEAns 
The U/hiTe Tr£e buriis ThaT mucH easTer^ A Shockwave ahd isEncARp Blast TimED TogeThep^will oivE 
^■^^YOU lots oe space To load up hew attacks. 




oB3ect\ae 7z copturze tine thrzone Room <XXXXXXXXXXXX> 



Saruman 

You have one finai 
objective to go: Seize 
Minas Tirith's Throne 
Roonn. The strongest of 
Minas Tirith's defenders, 
severai Captains, hoid the 
area; it won't be easy. 




Let sonne of your Ore 
aiiies press into the 
Throne Roonn ahead of 
you. Once they engage, 
begin heaving hire Baiis 
at the Captains to biast 
thenn back and inflict 
heavy dannage. Lightning, 


and even an Isengard 
Blast once you reach the 
capture circle, adds to the 
dannage total, if nnore than 
one enenny attacks you, 
Sarunnan has the option 
of retreating back out the 
only door to assault with 




hire Balls at range. Even if all the Captains haven't fallen, you win 
if you control the capture point and flip the flag. 


Warrior 

You'll head in with the 
Ore charge to seize the 
capture point. Whirlwind 
Sweep is best at knocking 
enennies out of the 
capture circle. Don't 
necessarily go for kills; 
you Just want to hold the 
capture point long enough 
for victory. 



I 

i 

I 

1 
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Scout 


Mage 


The Dcout can lend a 
Backs tab or two to the 
cause. Even better, Cloak 
and enter the capture 
circle. Watch the capture 
nneter. If It freezes, look 
for an enemy inside the 
circle and eliminate him or 
drive him back outside the ^ 
circle. Keep at this until you flip the flag 




You can die very quickly 
at the hands of one of 
the Qondorian Captains. 

Rather than face that end, 
stay near the doorway and 
throw your ranged attacks 
into the room. Retreat out 
onto the grass and open 
space if enemies come 
after you. It will take a while because you're probably going to 
have to kill all the Captains to finally enter the Throne Room and 
stand in the capture area long enough to gain control. 


SARJ/mAn AHD WARRjOR^ 

WiTh a bodyguard, SARuniAn is free To acT irore aggressively ahd plow Through The eheiry in ever 

LESS TimE. ALTEREIATiVELY, SARyiRAn CAR STAHD HEAB^THE DOORWAY ARD BOmBARD THE ThROHE RoOm, 
WHiLE The WARRioiGEnTERS The capture area ahd Tries To hold iT, The miGHTY ciTY wiLL fall — iT's 
fc onLY A mATTEB^OF minuTES. 






oBoectioe i: rzaLL^ to tbe mines 


<xxxxxx>o<x><x>oooo<x><xxxxxxxxxxx><c><> 


You begin at the Balrog Altar 
in the nnain channber of Moria. 
Mead north through the open 
passage, nnove along the ledge 
(without falling over the brink!), 
and clinnb one of the ladders 
on the far cliff wall. That's 
it; you've acconnplished the 
first objective. 


atzi i 




Mage 


❖ the Black pit oil raoRia . 


. Rise of Sauron ■ J 


❖ 


the Black pit o.p raoma 


LEGEND 

0 Start 
0 Objective 1 
0 Objective 2 
0 Objective 3 
0 Objective 4 
0 Objective 5 
0 Objective 6 
0 Objective 7 
0 Objective 8 
0 Objective 9 
0 Objective 10 
0 Balrog 
0 Qimli 
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; CooPERAtivE Play 


IHage AHD Ai^CHEIL 


I™ 

IT DOEsn'T mATTER_WHicH PAiRino To sTarT wITh 
on This eIr^T OBjEcTivE. IT’s in PREPARATion eor^ 
Objective 2. 


oBoectfoe 2: captciRB thie mines 


<XXXXXX><XXXXXXXXXXXXXXXXXXXXXX> 








li&k 




xHi 


cm 
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Archer 

Tollow the same path as 
the Mage. The class you 
want to use in the second 
objective is the class you'll 
want to select for this 
objective, too. 


Scout 

Your time to shine as 
the 5cout will come later 
in the level. The first 
battle is a bit tougher for 
the 5cout, so it's only 
recommended you start 
out with him if you want 
that challenge. 


Warrior 

There's no fighting in this 
first objective. Take it nice 
and easy so you don't fall 
over the ledge and waste 
a life. 


Mage 


Trom the plateau you 
Just reached with the 
Mage, the capture area 
lies down a ramp to your 
left. Let your allies move 
down and engage first. 

Watch for where the 
enemies gather and arc 
a Tire Wall down on top of 
them. When you aren't burning 
them out, fire Lightning down into 
their midst. As the Qondorians thin, 
move down and stand in the circle. As 
you start to flip the flag, concentrate your Tire Wall on the second ramp to your 
right, where Qondorian reinforcements will arrive. A continuous assault of Tire Wall 
and Lightning, plus a bhockwave if necessary, will keep the reinforcements back and 
capture the objective for you. 


Archer 

Try the same attack plan 
as the Mage. Rely on 
Tire Arrow to break up 
the enemy groups and 
Multi-Arrow to increase 
casualties. When the 
reinforcements arrive. 
Poison Arrow will slow 
them down and allow your 
allies to gang up on threats. 


Warrior 

Lead the rush with your 
allies to seize the capture 
area. String some melee 
combos together to gain 
energy, then turn that 
energy loose with your fire 
Sword attacks. Whirlwind 
Sweep will drive the 
Qondorian reinforcements 
back and hold the circle for 


your side. 






CooPEFiitivE Play 


There are several locations around the mines where you 
can play a Troll. Take advantage of the Giants, who can do 
tremendous damage to the much smaller Gondorian enemies. 


❖ tbe Black pit op moRJa 


d^Rise of Sauron i 


oBjectioe 5: kiLL tbe stooeBeaReR cdorrior 


<xxxxx> 


Scout 


Mage 


■ IIIage ahd Aivpheil 

There's no heed To ehTeb^The capTvre area unTiu 
H The HIage's ahd ArcherIs rahoed oAraAGE has 
H obliterated The eoes. Yov gar ever destroy 

REinEORGEHiERTs ERom The iniTiAL rahip ie you so 
H CHOOSE. Wher The EnEinY seeihs To have liTTle eight 
H leeT, Ryn Down ard elip The elag wiTh rarged 
attacks aT The ready. 


Scout 

There are two attack plans for the 5tonebearer Warrior. Plan A: 
5end in the 5cout on an assassination attennpt. Cloak and run 
down the ramp that the Gondorian reinforcements used and up 
the ledge to your left. At the top of the rise, an archway leads 
into an open cavern. The 5tonebearer Warrior and his Gondorian 
henchmen are there. 

Staying Cloaked, circle the 
perimeter and avoid all the men. 

Come in from behind the Stonebearer 
Warrior, hopefully one of your allies has 
drawn his attention. If he's not moving 
around quickly, it's much easier to line up 
the Backstab. If you catch him with your deadly 
attack, you end the objective with a single stroke. 


Plan B starts out with the Plage. The Scout is an excellent option; however, if you miss, the 
Stonebearer Warrior may make mincemeat out of the Scout. If you go in with the Plage, you can 
play it safer. Line the cavern with hire Walls, especially between you and the Stonebearer Warrior, 
and you'll force him to attack you through the flames and take serious damage. Lightning adds to 
his wounds. When he nears, use Shockwave and then repeat the process until he's dead. 


Archer 


You don't have quite the 
area-effect damage as the 
Plage. It will take longer, 
but you still want to follow 
the Plage's attack strategy. 


Bather than risk bodily 
harm in the thick melee, 
throw some Satchel 
Bombs at first. When the 
crowd thins, you can enter 
the capture circle and 
pick off select enemies 
to gain control and win 
the objective. 


INTRODUCTION • CHARACTERS & CLASSES • WAR OF THE RING m lA MiM INSTANT ACTION • ACHIEVEMENTS & TROPHIES 



www.primagames.com 






CooPERAtivE Play 


■ Scovt ADD HIaGE 

ComBinE PLAns A ahd B FRpm solo play* Thl Scout 
GOES in Cloaked ahd aTTepipTs a BacksTab. The 
rilAGE STAHDS by ready TO HeAL AHD DRpP FiRf WALLS 
FOP^SUPPORj DAMAGE* OhE OF THE TWO APPROACHES 
^^_^WILL SLAY The STOnEBEAREIoWARRiOR^ 

^ ~ 


I4| lijvTTl f , 




oBoectJoe 4: acQuitze tbe BaLrzog stone ono 
kiLL 20 gonoofzjans 


<xxxxxx><x><xxxxxxxxxxxxxxx><x><xx><xxxxx><xxxxxxxxxx><xxxxxxxxxx> 


Warrior 


When the 5tonebearer 
Warrior dies, he drops 
the Bairog Btone nearby. 

Pick it up to fuifiii the first 
haif of this objective. The 
Bairog Btone gives an extra 
oonnph to your attacks, 
biasting out a waii of fire 

around you. The area-effect kiiiing power of the Btone makes meiee ciasses absoiuteiy formidabie 
the Warrior wiii dispatch 20 Condorians very quickiy to finish the second haif of the objective 


Warrior 

The toughest approach 
is the Warrior's straight- 
on combat. Co Bword 
to Bword with the 
Btonebearer Warrior, 
and iook for every 
opportunity to punish him 
from the flank or back. 
Remember to biock often 
and counterattack. 




*TiCooPERATivE Play 


WARiVioiCAnD Scovt 


|u 

Whichevep^of The Two has The Balrog Store 
SHOULD Take on The laroe EHEfflY groups wiTh his 
AUG fflEnTED Balrog STohe power^ The oThep^should 
Take out AnoiLLARY foes ahd lehd support in The 
UHL iKELY evehT That EnEraiES geT The drop on The 
STohe carrier^ 

IB 


Scout 

With the power of the 
Bairog Btone, the Bcout 
has iittie to fear in meiee 
combat. The Condorians 
wiii come to you in the 
Btonebearer chamber. 

Wait for them to arrive and 
obiiterate appropriateiy. 

Mage 

Your standard attack 
practices work fine 
against the Condorians. 
if you find the Condorian 
reinforcements siow 
to arrive, you can kiii 
Condorians anywhere on 
the ievei to earn the 20 
kiiis need to compiete 
the objective. 


Archer 

Pluiti-Arrow notches three 
kiiis; Tire Arrow may, as 
weii. And your singie arrow 
shots wiii steadiiy break 
the kiii totai to 20. Move 
around to avoid damage 
and you'ii be fine. 



❖ tbe Black pit OJI raoRia 



oBjectjae 



Warrior 


You won't have invisibility 
going for you, so the 
Warrior will have to snnash 
and blast his way through 
the Gondorians flocking 
around the altar. When you 
see an opening, nnake a 
dash to deliver the btone. 

Mage 

Carry the 5tone and Meal 
any tinne you sustain 
dannage. Tire Wall can 
open up a large hole in 
the defense; when you 
see the altar, run for it to 
complete the objective. 





.Rise of Sauron 




s^z Brzjng the stone to the oLtorz 


Scout 


ScOVt AHD WaRJUOR^ 

Ideally, The ScouT has The STohe ahd Cloaks 
H imsELE. Ie so, The Warrjoi^shovld keep pace wiTh 
The invisiBLE ScouT ahd HACicAnYTHinG ThaT geTs 
beTweeh The ScouT ahd The alTar^ It noT, The 
PA iRinG HAS somE baTTlIhg To do beeore reachIhg 
The alTar^ 


Cloak and descend the stairs 
that lead from the btonebearer's 
chamber to the central chamber 
where you started. Avoid the 
Condorians and simply run the 
Balrog btone back to the altar. 


Archer 


Twang Tire Arrow and 
Poison Arrow at enemies 
that converge on you. 
Continue forward from the 
btonebearer chamber until 
you reach the Balrog Altar 
with the Btone. 


oBjectine 6 


Oestrzo^ BoUn's tomB 


<xxxxxxxxxxxxxxxxxxxxxxxx> 




You're back at Balin's Tomb, 
only this time you want to 
destroy it instead of protect 
it. A large Troll sits near the 
Balrog Altar, and there's no 
bigger body you'd rather 
have in the coming brawl. 

Control the Troll and lumber 
over to the tomb doors. 

Bmash them in and then have at the Condorian guards inside. 
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aside. Bash the pestering 
enennies out of your sight, 
then hannnner down on the 
tonnb. With the Troii's great 
strength, it oniy take two 
or three hits to destroy 
Baiin's Tonnb. 


Scout 


The Troii can snnacK 
around ioads of enennies 
with its iong reach, it 
can a iso grab and throw 
enennies, though you 
won't need to do that as 
much in here when you 
can just sweep enemies 



Cioak and enter the tomb 
unseen. Waik aiong the 
left wall and up the stairs 
to the balcony with the 
ballista. Backstab any 
guard milling about the 
ballista, man the heavy 
weapon, and launch a 
few explosive bolts at the 
tomb. It won't last long. 







Warrior 


If you can make it to the 
ballista, it may speed up 
the fight; however, there 
are many bodies in an 
enclosed space, so you 
might end up in melee, 
like it or not. You can 
also destroy the tomb 
effectively with Tlame of Tury or hire Strike. 


Mage 

Toss Tire Wall around 
and Lightning to dispatch 
survivors of your flames. 
Shockwave deals the most 
damage to the tomb. 
Continue alternating your 
attacks on it until Baiin's 
Tomb is no more. 



' CooPERATivE Play 


I Trpll ahd IHage 

The Trpll car do it all on iTs own. The ITIage 

Assists witH HEALiriG AHD SOUIE SUPPORT DAIHAGE. 
While The Troll pourds on The Touib, rIrg iT wiTn 
^ A Fir£ Wall loiggood delerse. 

- ' 




oBoectiue 7: IciLL stonGBeorzefz mage ooooooooooooo 





'k 


0 


Scout 


Tor the first part of this 
objective, you definitely want 
the Scout. Cloak and exit 
Baiin's Tomb through hole 
in the wall that connects 
to the winding stairways. If 
you recall, these bridges led 

down to the Troll Prison in _ 

"War of the Ring" Mines of " 

Moria. It's same here, and the invisible Scout should slip by everyone and open the prison with a pull of 

the nearby lever. You now have Trolls fighting on your side. 

Tollow the Trolls up the stairs to the bridge area where the Stonebearer 
Mage waits. Cloak and slink around the pillars until you see the Mage's 
exposed back. Pounce on him and complete the objective with a Backstab. 







Ride the wave of your 
allies as they press up 
the steps toward the 
5tonebearer Mage. Let 
the Trolls bash him around 
if they can, while you 
maneuver around the 
pillars for your best shot at 
the Mage. When his Shield 

goes up, he can't attach. Charge in and Keep him off balance. 
A continuous assault will do the trick. 


; Cooperative Play 


I ScOVt AHD TrPLL 

The Scout releases The Troll eroir The prisoh. 
The Troll irarches up The sTairs ahd pouhds 
The GoHDORiAns. The ScouT cah probably reach 
The STOnEBEAREP^niAGE EOP^A BaCK^TAB U7HILE 
The rilAGE is BUSY DELEnoinc nimsELE agaihsT The 
iRAmiRoTH Troll. 

~ 


If the Stonebearer Mage causes you difficulties, forget about 
damaging him. Knock him over the edge into one of Moria's many 
chasms instead. 


CooPERAtivE Play 


SCOVT ADD WaRRJOIC 


IT DOESn'T RIATTEP^WHAT PAIRinC you have EOB^THIS OBJECTiVE, so LOnC AS YOU CAH HAHDLE 
SLAUGHTERinc 25 GonDORiAns Together^ You do u/ahT To prepare, houjever^ eoighexT OBjEcTivE. 
it's a good idea To use The SgouT To grab The STohe ahd The Warriop^as bodyguard. 


❖ the Black pit op raoRia 


KKi^LRise of Sauron i 


Troll 


Warrior 


8: acQciiRe tbe secoiQO BaLRog ston& 


Scout, Warrior, Mage, or Archer 


Burn a path through the 
Gondorian guards and 
look for the Stonebearer 
Mage near the Bridge. 

It's a Mage vs. Mage 
competition, and with your 
experience, you should 
know when to throw your 
Tire Wall, when to erect 
your Shield, and when to strike him down with Lightning. To really 
throw him off his game, jump next to him and Shockwave. 


The Stonebearer Mage relinquishes the second Balrog 
Stone near his corpse. Pick it up and ready yourself for 
the second half of the objective: Kill 2S Qondorians. Use 
the same attack principles as with the first Balrog Stone 
in Objective 4. 


When the Trolls are 
released from the prison, 
you can smash through 
the Gondorian guards 
as you seek out the 
Stonebearer Mage. Once 
you spot the Mage, tower 
over him and pound away. 

It's kill or be killed time. 

Me may use hire Wall and Lightning, 
damage him if others don'tjoin in. 


but your double fists will out- 
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LX 


oBjectJue 9: Brzjng the stone to the oLtorz 





<XKX><X><XX> 



As the 5cout, you can 
bring the second 5tone 
to the altar without ever 
being touched. Cloak and 
run across the bridge, up 
the stairs to the original 
btonebearer channber, 
then down into the central 
channber where the altar ' ‘ ‘ """ 

is located. Of course, you nnay need to slay a few nnore Qondorians to reach the Z5 total from last 
objective, but that's okay. You must kill the 25 before you can return the 5tone, so it doesn't matter if 
you do it earlier or later in the Journey. 



Basically, the strategy is 
the same for the Warrior 
as the Bcout. Run to 
deposit the Btone at the 
altar if you have all 25 
Qondorian kills. If not, 
bash some heads, then 
run the distance. 



rr l Archer 


Me follows his buddies. 
Run to return the 5tone if 
you already have the 25 
Condorian kills. 



Mage 


As with the 5cout and 
Warrior, pick up whatever 
Condorian kills you need 
along the way to the altar. 
When you see an opening 
through the defenses, 
take it and return the 
5tone as soon as you can. 



> CooPERAtivE Play 


■ ScOVt AHD WaRJUOIL 

inviSIBLE OI^WiTH BLADES SHininG, YOU CAR EULEILL 

The OBjEcTivE howeveb^you like» easy ob^harp. 
EiTHEB^mAKE An all-ouT Bun ob^Take iT slow ahd 
CUT Down The EnEniY REsisTAncE. 




oBoectJoe lo: kiLL gimU 


<xxxxxxxxxxxxxxxxxxxxxx><><x><x><x><xxxxxx>o<xxxx><xxxxxx> 



Balrog 


When you deliver the second 
Balrog 5tone, you resurrect the 
almighty Balrog itself! You get 
to play with its awesome power, 
whether it be reaping foes with 
your riame 5word or razing them 
with Breath of Rlorgoth. All that 
remains to win the day is to kill 
one more foe: Cimli. Balrog vs. 

Dwarf may seem like a mismatch, but he's a lot more difficult 
than appearances would suggest. 





ew ^ p«uei£i f 









The Balrog's Valaraukar Smash is an area-effect attack that knocks all affected off their feet. 
Follow up with a Trample Attack or Breath of Morgoth to roast alive any who still breathe. 


Cooperative Play 


❖ tbe Black pit op raoRia 


Rise of Sauron ■ 


If the Balrog should fall, It'll be up to the Mage next. Throw Tire 
Walls on top of QInnII, and use Shockwave when he charges you 
Meal If necessary, and singe hinn with Lightning while your other 
abilities recharge. You nnlght not have the power of the Balrog, 
but you do have the power of the Mage, which is enough to kill 
the Dwarven Lord. 


I Balrpg add IIIage 

The ITIage hahgs ouT BEHino The Balrpg ahd Heals 

WHEHEVEIGnECESSARY. ThE BaLRQG DOES THE REST. 

GimLi WOULD be siharJ To go aeTeb^The IIIage eirsT. 
Ie he Tries This, use Shockwave To push Him away 
AHD Theh reTrkaT so ThaT GimLi fflusT PASS Through 
Balrpg attacks To reach you AGAin. IHisTakes 
LIKE That will ehd The Dwarf's hold on IHoria 
k in minuTES. 


Warrior 


but your abilities will 
donnlnate hinn if that's all 
he can do against you. 
So long as you avoid his 
Longbeard Pound attack, 
you will bring hinn down 
through a series of nasty 
burnings and snnashings. 

Mage 


First, rennove sonne of 
the extraneous threats. 
Sweep aside the nearby 
Qondorians with your 
Flanne Sword or Valaraukar 
Snnash. Track Glnnli's 
movennents; he can 
only dannage you a lot 
in nnelee. Me will throw 
Satchel Bonnbs at you. 


Archer 


Because Ginnii can hurt 
you so well In nnelee, your 
next approach should be 
with the Archer. Keep hinn 
at range with your attacks, 
and save Fire Arrow 
to blast hinn backward 
whenever he reaches 
nnelee range. As with the 
Mage, continue your consistent dannage to relieve hinn of Morla 
once and for all. 


It'll be a real tussle as 
the Warrior and Ginnll 
crack heads. A fire Sword 
against a fiery axe nnakes 
for sonne great fireworks, 
and the Warrior can 
conne out on top if he 
blocks effectively and 
counterattacks with style 
and force. 


DESCFjPtion 

The Bahe of IIIoRiA reTurhs fop^a REmATcH, OncE 
Thought desTrpyed by Gahdalf ahd comPAHY, 

The Balrog has arIseh To reTake HIoria wiTh The 

FORCES OF SaUROH. ITS HUGE FRAmE CAUSES mOST 
EHEmiES PROBLEmS. FORCED TO GET IH CLOSE TO DEAL 
DAmAGE, EHEmiES OPEH THEmSELVES TO THE BaLROG'S 
DEADLY pLAmE SwORD AHD mASSIVELY POWERFUL 

BreaTh of ITIorgoTh. WiThouT Gahdalf, whaT hope 
DO The forces of good have? 


r 


WEAPons 

• pLAmE Sword 

<xXXX><XXX><XXXXX>0<><X>C><>0<XX>0<>0 

SPEciAL AsiLitiES 

• Trakiple ATTacic 

• BreaTh of ITIorgoTh 

• VALARAUKAP^SmASH 
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LEGEND 

>o<xxxx> ( <XXXXX>00<XXX>0<>0 CXXXXXX 

^ Objective 2 Q Objective 4 ^ Aragorn 

Q Objective 3 Saruman 


0 Start 
O Objective 1 











caution 

All the stops are out on this battlefield! Besides the normal 
Gondorians, you have to contend with Ents, Eagles, and even 
catapult missiles everywhere you go. Keep your eyes high to watch 
for these threats. 


■ >■ 

< ; 

❖ the assault on uDeatherzto 


.7. ...Rise of Sauron 


oBject\ae i: 

T)estrzo^ tbe gorynomou erapLaceraeots 

Mage 

You begin on a short hill 
annidsta trennendous 
battle around Weathertop. 

Gondorians swarnn the open 
plains. Ents charge out fronn 
the enenny strongholds. 

Eagles dive out of the sKy 
and hunt for nneals. Enenny 
catapults arc fiery death 

down on the unwary. Eactor in all these elennents, and plan 
accordingly when you spot a threat. 


ooooooooooo 


enenny Eagles swoop down 


The nniddle of the three 
rennaining ennplacements 
turns out to be a catapult 
out on the field. Lob Eire 
Walls on top of it; use 
Shockwave and Lightning 
on any enennies that 
challenge you. 


There are five 
ennplacennents to destroy 
for this first objective. The 
first two arnnory tents lie 
directly in front of you as 
you exit the starting hill. 
Gondorians guard the field 
around the tent. Don't 
approach too closely. 
Rather, keep launching 
Eire Walls to burn down 
the tents. 

A When the first two 
■fj ennplacennents are nothing 
j but cinders, turn to your 
I right and spot the other 
i three ennplacennents on 
i the far side of the wide- 
J open stretch of land. Tread 
t carefully through here. 

^ Enenny Gondorians and 
Ents patrol constantly, and 
out of the sky over this area. 


Even as the catapult 
rubble burns to the 
ground, turn to the 
northwest (to your 
right if you're facing the 
destroyed catapult) and 
look up at the top of 
the hill. You should see 
a second catapult. It's 
heavily guarded, and 
there's not nnuch roonn up 
there to nnaneuver, so play it safe and throw Eire Walls over the 
rocks and onto the catapult fronn down below to wipe it out. 


The last emplacennent 
is the one nnost heavily 
guarded near the foothills 
of Annon 501. Turn around 
fronn burning the second 
catapult and head for the 
rise after the rock wall 
on your right. Usually the 
fighting is hot and heavy 
on this rise at the base 
of Annon 501. Dodge the 
Ent and Troll slugfest and look for the last supply tent around 
the corner. Two or three guards stand vigil; however, you'll have 
one Eire Wall on it before they notice, and a second should 
burn it down before the guards get hold of you. With all five 
ennplacennents destroyed, you connplete the first objective. 


Archer 


Eollow the sanne ganneplan 
as the Mage. 5ave 
your Eire Arrows for the 
ennplacennents. Use 
Poison Arrow and Multi- 
Arrow on defense. 
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CooPERAfivE Play 


I IIIage ahd Aivgher, 

The Two rahged experJs cah destroy The ErapLACEmEnTs Twice as easT. WiTh so 
mucH CHAOS Goinc on, iT’s DiEEicuLT To AnTiciPATE all Threats, so PRoTEcTino 
ORE AnoTHEP^CAn BE DIEEiCVLT. If YOU WAHT, YOU CAR SPLIT UP AHD BURII DOWH 
^ ehiplacehierTs simuLTAnEOUSLY. 


2: captciRB tine oatpost: 


oooooooooooo<x>ooooooo<xxx> 


rr. 


Mage 

Compared with five 
emplacements, 
capturing one control 
point isn't too bad. The 
Outpost lies on the 
opposite end of the 
battlefield from your 
starting area. It's a 
longjourney, filled with ^ 

constant danger; don't be surprised if you lose a life or two before you even reach the big battle. 




Scout 


The good news is you 
can Cloak and avoid a lot 
of the madness out in 
the field. The bad news 
is you still have to get 
relatively close to the 
emplacements to destroy 
them. Lob two or three 
Satchel Bombs into each, 
and use your other special abilities on enemies that pester you. 






al 




xHi 


cm 


P«UE1£I 






Warrior 


As the Warrior, you 
will have to touch the 
emplacements to burn 
them down. Prepare for 
lots of fighting, from 
Qondorian Grunts up to 
the towering Ents. Your 
fire attacks should go 
toward the emplacements, 

Ents, and any group that surrounds you. 


oBoectfoe 


Use Lightning on any that 
make it through your Troll 
and Ore allies. Burn the 
next barricade after the 
first enemy wave fails. 

With those barricades down, your allies can overrun the capture 
area with a little help, of course, from your Eire Wall and Lightning. 


I 


At the base of the 
Outpost's hill, lob a 
Eire Wall onto the first 
barricade and let the 
enemies come to you. 


Archer 


Eollow 
the same 
plan as 
the Plage. 
Eire Arrow 
burns the 
barricades. 
Multi-Arrow 
works very 
well in this 
battle; it 
almost 
always 
has three 
targets and 
toward you. 


will intercept any enemies sneaking down the hill 










CooPERAtivE Play 


I HIage ahd Ar^her^ 

Agaih, The RAnoED Teaih deals wiTh The baTTle Threats wiTnouT havihg To ehgage in poTEnTiALLY 
leThal comBAT AGAinsT mELEE BRyTES. Both car destroy The barricades, ahd boTh car drive The 
ERE mY OUT OE The capture CiRCLE QUiCKLY. 

' 


Saruman is very powerful against single enemies. He has a 
high-damage Fire Ball, and his Lightning does much more 
damage to one target when charged. 


'f . ■> 

❖ the assault on coeatlaento 


.7. ...Rise of Sauron 


Warrior 


Scout 


Tire up your 5word and 
charge in with the other 
Ores to take over the 
Outpost, if you spot 
an Ent, it's your job to 
take it down. Light up 
your 5word and set it on 
fire, then back up and 
iet the fire spread, if it 
needs nnore encouragennent to die, siice through its iegs with 
Whiriwind 5weep. 


Use batchei Bonnb on 
the barricades to enabie 
access for your aiiies. 

Cioak and siip into the 
capture circie. Stand there 
to flip the flag, and only 
break cover to slash and 
kick enennies out of the 
circle. Less than a nninute 
later, the Outpost should fall to the forces of Sauron. 


oB 3 ect\ae 




p 


DESCRjption 

SARUmAR mAY RESEHIBLE GaRDALE WITH ORE mAfOIU 

dieelrerce: He has The poTerTIal To deal ihore daihage. 
Where Gardale ard IHages ir gereral car hartii 
raULTiPLE EOES WITH THEIIUAREA-EEEECT ELAraES, Saruitiar's 
Fire Ball has a TiGHTEiuEiRinG arc ard erupTs poigitiore 

DAITIAGE ip YOU STrIkE YOUI^TAROET. HiS IsERGARD BlAST 

iraTches Gardalp’s You Shall FloT Pass! ability, ard 

WHER HE LOSES HEALTH, A HeAL GAR BRIRG Him BACKUP TO 

PULL. Also, ip he perforiiis mpLEE attacks ard laurches a 
F iRE Ball, iT u/iLL Target The per§or he u/as aTTackirg. 


5: kiLL tbe guorzT3s 

Saruman 


<xxxxxxxxxx><xxxx>ooooooooo 


Aragorn is surrounded by six 
Royal Guards. Fortunately, you 
gain the services of Sarunnan, 
who arrives in tinne to aid your 
assault on Weathertop. Check 
your nnap for the Royal Guards' 
positions — they are always on 
the nnove — or watch the yellow 
arrows when they get close. 

Lightning and Fire Ball will be your best bets to bring thenn down. 

When you have the time, you can find sniper points around the 
base of Weathertop, such as the top of certain inclines, and bombard Royal Guards from up there. 


WEAPons 

• Stale 

• LiGHTRiRG 
o<x>o<xxx><><x><><xx>o<x><><xx><xx^ 

SPEciAL AsiLitiES 

• Heal 

• isERGARp Blast 

• FiRE Ball 
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Circle the mountain and 
pick off one Royal Guard 
at a time. Avoid engaging 
two of them at once. 



If there are two nearby, 
wait for your allies to 
draw the attention of one 
before you throw your Tire 
Ball at the other. When a 
Royal Guard gets close, 

use Isengard Blast to repel him and find some safer ground. It will 
take a while to kill all six Royal Guards, but then only their leader, 
Aragorn, remains. 



jj head on, but you can 
' Cloak and Backstab each 
one of them quietly 
and efficiently. 


If you can't wield 
Baruman's Btaff, trade 
it in for the Bcout's 
Daggers. You don't want 
to fight a Royal Guard 


Scout 


I 


I 



Mage 

hollow the same plan 
as Baruman. As the 
Mage, you will have to 
supplement your damage 
a bit more with Lightning, 
and Meal after every hit 
against you. 



Archer 

The Archer offers the 
chance to deal with the 
Royal Guards at range. 
Otherwise, you'll have to 
take the Warrior and battle 
to their strengths. 



CooPERi^TivE Play 


SARVraAn AHD ScovT 


If you CAn’t kjll The P^yal Guards ujiTh ohe 
approach. The oTher^ujIll ujork, Saruhiah cah 
aTTac^aggressIvely To drau; The Rpyal Guards' 
ATTEHTIOH, U7HILE THE ScOUT CIRCLES BEHinD FOICTHE 
BacksTab, You cah Take on Tu/o Rpyal Guards aT 
oncE wITh ThIs PAiRinG. 




oBjectJoe 


4: kiLL arzogorzn 


<xxxxxxxxxxxxxxxxx>o<xxxxx>ooooooo<xxxxxxxxxxx> 




Saruman 


Aragorn, the last 
obstacle to you 
claiming Weathertop, 
waits for you atop 
Amon Bui. Climb the 
path to the top and 
make sure all you 
energy is full before 
you step up into view 
You should spot Aragorn in the middle of the 
ruined courtyard before he notices you. hurl a hire 
Ball at him, hopefully uprooting him so you can do 
some Lightning damage. When he rolls to his feet 
and charges after you, detonate Isengard Blast 
and throw him back again. 




p«UEl£l 








Think of yourself as "5arunnan Light" when you play the Mage. 
You'll do everything 5arunnan would do, except you'll have to 
dodge a bit nnore and Meal like a fiend. The Archer can try to 
slay Aragorn and his Scouts at range, but it will only work if the 
Archer is adept at staying on the perinneter and skipping nnelee at 
all costs. 


Having trouble overthrowing Weathertop? Unleash the power of 
an Oliphaunt and trample your enemies into the ground. 


. Cooperative Play 


■ SARVniAn AHD IIIage 

H The barrage ERpm These Two wIll Rpc^ 

WeaTherTop. The ITIage serves mosTLY as a healihg 

ALLY EOIGSARVmAn, BUT HE CAH CERTAinLY RERIOVE THE 
H EHEmY ScovTs ERpm The EQVATion, Too. Flo riaTTer^ 
HOW sTrohg Aragorh TninKS his blade is, iT will be 
no riaTch eoigThe power^oe Twin spells. 

IP — - — — 




❖ the assault on coeatlaentop 




.Rise of Sauron 


Scout 


You might starting thinking 
it's going to be easy to go 
one on one with Aragorn. 

Wrong, he's not alone. 

Cloaked Scouts move on 
you as soon as you arrive. 

You'll have to deal with 
them with the concussive “ “ 

power of your Tire Balls and Isengard Blast. Meal immediately if 
the enemy Scouts or Aragorn wound you. 


Sneak up to Weathertop 
under the cover of 
your Cloak and go for a 
Backstab. If you miss, 
it will be a challenging 
fight. Roll often to avoid 
major damage, and throw 
Satchel Bombs to keep 
the enemies scrambling. It 

will take seemingly a hundred cuts to bring down Aragorn. 


Mage and Archer 


Stay on the move to prevent any foe from getting behind you. 
Aragorn will most likely hit you with Wave of Undead a few times. 
Always roll away from your enemies; move away and recover with 
a Meal. Remember that you can strike Aragorn with melee, and 
your subsequent Tire Ball will target him automatically. Keep up 
your offensive onslaught and, eventually, the self-proclaimed king 
will die by your hands. 


www.primagames.com 




❖ the faLL of RfoeooeLL 



Ft r vfc:jNr i>Er^iv 




Q Start 
^ Objective 1 
^ Objective 2 


xxxxx oo<x>o<xx> 

Q Objective 3 
Q Objective 4 
Q Objective 5 


0 Objective 6 
0 Objective 7 
0 Objective 8 


Objective 9 
Sauron 
Elrond 


0 Legolas 







, caution 

Elven Archers line the walkways above the tunnel near the Front 
Gate. Return fire and remove the threat with ranged attackers or 
continue moving while you seize control of the capture area to 
avoid impalement. 


Archer 


Tollow the same tactics 
as the Mage. Aim your 
hire Arrows at an enemy 
groups that target you. 
Multi-Arrow can gut up 
to three of the enemies 
guarding the capture area. 


Warrior 


Help your aiiies a iittie 
more directiy with a 
5word stroke here and 
there. Move with them 
to take the bridge, then 
the tunnei, and finaiiy the 
capture area inside the 
garden grounds. 


bCOUT 

You wiii not be abie to siip 
past the Eiven defenders 
and take the capture 
point by yourseif. There 
are too many enemies, 
and your Cioak won't 
iast iong enough to fooi 
the enemies into ieaving 
the area. As soon as 
you appear, the warning 
goes out and Fives wiii 

begin doubiing back on you in the capture area. You're better off 
fighting it out with your aiiies and oniy Cioaking to capture the 
area with feiiow Ores. 


" Cooperative Play 


IIIage add Argher 


1 “ 

Stay BACicAnD support your^allies as They advahce. 

YoUR^RimOED DAIHAGE WILL HIT THERI TWICE AS HARD 
H AHD niAKE PRpORESS THAT RIUCH EASIER^ ThE IHaGE 
GAH Shield agaIhsT The ehehiy Arghers heaigThe 
^BFrohT GaTe, while The Argheigpicks Theiti off ohe 

BY 










-t* tbe paLL op RiuentDeLp 


.7., ..Rise of Sauron 


oBoectiue i: captciRe tbe frzont gate 


<x><x><xx><xxxxxxxx>o<> 


Mage 


After you get through the bridge enemies, the finai wave stretches from the tunnei in front of the 
capture area back to the Front Gate flag. There are a iot of enemies here, inciuding an Ent. Take 
out the Ent first with two Eire Waiis, and work with your aiiies to thin the enemy Fives. When you 
get in range of the capture circie, arc a Eire Waii into the circie and then rush in and iet ioose a 
5hockwave. Any enemies, even invisibie bcouts, wiii be forced out or perish. After that, prevent 
them from coming back in to capture the Front Gate and compiete the objective. 


The ruin of Rivendeii begins near the Front Gate. You wiii meet 
the Eiven defenders aimost immediateiy as you rush forward with 
your aiiies. Toss Eire Waiis in front of your aiiies and add Lightning 
into the mix whenever possibie. The first wave wiii faii quickiy, as 
your aiiies are fresh. 


The second enemy wave wiii 
meet you on the iong bridge 
haifway between the starting 
zone and the Front Gate. Be 
carefui not to faii into the river 
beiow. That's worse than getting 
stuck with an enemy sword. 
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oBaectioe 2 : ccipturze trie terzrzcice 


Troll 


Switch to brute force to 
conquer this chaiienge. 
hear the hront Gate, iooK 
for the curied-up Troii. 

Take controi of the beast, 
and use its powerfui 
franne to stornn toward 
the Terrace over the 
next bridge. The Troii's 

trennendous reach and potent biows Kiii the defenders in no tinne. Just don't iet any get behind you and 
run up your back. 






Mage 


Archer and Scout 


if you don t go with brute 
strength, the tried-and- 
true Mage tactics wiii work 
against the Terrace, too. 

Lob Tire Waiis onto the 
Terrace, especiaiiy to ciear 
out the invisibie Scouts 
who tend to congregate 
there. A Shockwave aiso 

wiii rennove threats inside the capture circie, and you aiways 
Lightning as a finishing attack. 


have 


The Archer attempts the 
Terraces the same way 
as the Mage. The Scout 
can go in Cioaked, though 
there are many enemies 
and it's difflcuit to flip the 
Terrace through steaith. 




Scout 


Cioak and iook for the Signai Tire near the 
Terrace. To compiete the objective, run 
over to the torch and siing it on your back. 


CooPERAtivE Play 


ADD IIIaGE 

,eT The Trpll do his Thihg while The ITIage Heals wheh HECESSARy. A Fire 

AaLL OI^TWO ARPUHD THE TrPLL ALSO HELPS TO PREVEHT EHEHliES EROIII GETTIHG 
BEHinD The itiohsTer^ 

— 


oB3ect\ae 5: acQciiRe tbe signaL 


<xxx>oo<xxx>o<><c><x>o<>oooo 









" CooPERiitivE Play 


I ScOVt AHD 'tiVPLL 

tnis PAiRinG is fop^The hexT sTage, The ScovT 
SHOULD piciGUP The Torgh ahd Theh Cloak. The 
^ Trqll prepares To ehgage The EHEmy forges. 


* 1 * tbe paLL of: RioeoOeLy 


.7. ...Rise of Sauron 


oBoectfoe 4: T^eUzj&rz tbe signal fltrze <XKXXXX>0<>00<XXX><><>^^ 


Troll 


Play the other classes 
to their strengths If 
you go with thenn to 
^ bring the torch to the 
bonnbing zone. 


There's no hiding with the Troll. You're going to charge Into 
the enenny nnldst and start pounding. Sweep the Elven 
enennies aside with your nnighty strokes as you continue 
forward. At about the halfway point, two Ents will converge 
on you. hit one of thenn fronn the side and then try to run 
behind the other one for a nnassive smash. Keep them 
from hitting you with heavy blows from the front; they can 
kill you quickly If you slug It out head on. Once you get 
past the Ents, you'll make short work of the remaining 
Elves and the barricades before the tower. Plant the Signal 
Eire and complete the objective. 


Troll 

Yes, even the giant Troll 
can carry the torch on its 
shoulder. If you're thinking 
about doing the next 
objective through battle, 
try the Troll. 


Warrior and Mage 


While Cloaked and with the 
Signal Eire on your back, run 
north to the tower on the far 
end of the gardens. Catapult 
fire is scheduled to bomb 
the tower to rubble, but first 
your allies need you to mark 
the spot with the torch. Your 
Cloak can last the entire run, 

so there's no need to battle any enemies. A few barricades wall 
off the tower. You can dodge the closer ones, but the one near the tower needs to be destroyed with 
a Satchel Bomb. With a path opened to the tower, plant the torch at the tower's base and run back 
out of there so you're not caught in the blast. 


Scout 
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The Mage will have to 
take it slow. You're better 
equipped to deal with the 
Ents; however, there are 
many enemies, and one 
wrong move will see you 
dead. Make sure you have 
an open path to the tower 
if you plan on sprinting to 
the objective's end. 


CooPERAtivE Play 






■ ScOVt ADD Tr^LL 

H ComBinE The Two best approaches. The ScovT goes in unoEP^covEi^OE Cloak, 

H wHiLE The Trqll pourds Through DEELnoERS as The ideal DisTR^cTion, Ie The 
ScouT EAiLS, The Troll car Tpy To poweigThrough To eirish The OBjEcTivE,. 

oBoectfoe 5^: €be eluen RecoRr)s 

Mage 

After the bombing run, 
climb the grand staircase 
to the east and enter the 
palace proper. There are 
four bookcases to destroy, 
two on the bottom level 
and two on the top level. 

Two whacks with a Eire 

Wall will burn a bookcase. ' — — ~ - 

Dodge enemies, use Shockwave often, and launch Eire Walls to turn the books to ash 
Elven history from memory. 


<xxxxxxxxxx> 



and erase the 


Eire Arrow does the 
same for the bookcases 
that the Mage's Eire Wall 
did. Burn them down 
from range and avoid 
melee confrontations. 



■i. ‘*Wi 


> ^ 





1 i 

jl 



\ 



The Bcout works well, 
too. Cloak and reach 
the bookcases without 
the enemy noticing. 

Batchel Bombs burn the 
bookcases. The only 
problem you'll have is 
waiting for your Batchel 
Bombs to recharge. Keep 
on the move and Cloak 

whenever possible. Otherwise, the Elven enemies may put you 
down in the confined space. 








CooPERAtivE Play 


If the pressure gets too great inside the palace, move outside. You 
can hop any of the balconies and fight outside in the garden for 
more maneuverable space. 


oBJGctJoe 6: Z)efeat eluen Lord ©Lrodd <xxxx>ooo<x><xxx> 


Mage 


❖ tbe paLL op RioeoOeLlJ 

= — = — — ■■■ __ — 


Elrond is not happy at all. The 
Elven Lord leads a charge of 
defenders against you, and 
you don't want to get caught 
anywhere near the nniddle of 
their flashing blades. Keep 
near the perinneter of the 
palace and drop Eire Walls 
between you and thenn as 
often as you can. Eventually, you'll kill the regular Elven enennies, 
and it's just you and Elrond. 


Warrior 


As with ainnost everything 
the Warrior does, you will 
battle to each bookcase 
and kill all foes that seek 
to prevent your nnission. 

Eire up your 5word when 
you near a bookcase and 
light it on fire. Repeat until 
the bookcase crunnbles, 
then move to the next. When all four bookcases are destroyed, 
you complete the objective and manage to anger the lord of 
the house. 


IHage ahd Archer^ 


fnr 

STAYino aT rauge will keep you alive lougep^ 
DURinG This OBjEcTivE. 1 e The IHage ahd Archep^ 
both Throw a rahged aTTagicaT a bookcase, iT 
BURTis aliiiosT iHsTAnTLY. FLepeaT eor^all eoup^ahd 
you're EiniSHED. 

p - - 


The Elven Lord's Tsunami Blade and River of Bruinen attacks can drown any chance of victory for you, and his Water Sphere 
prevents ranged attacks while healing him. You want to prevent Water Sphere, so stun him often with short Lightning bursts 
or a Shockwave at close range. If you can trap him in a ring of fire from your Eire Wall two or three times, you'll win. 


Scout 


A different approach is to 
try to sneak up on Elrond 
to defeat him. Cloak 
and shadow him until 
he engages another Ore 
enemy and you can stab 
him in the back. If Elrond 
only has his attention on 
you, it's nearly impossible 
to get behind him. Don't 
go one on one with the 
Elven Lord unless that's your only option. 


Archer and Warrior 


Your last two classes will 
have a little more trouble 
with Elrond. The Archer 
should attack in the same 
fashion as the Mage, 
except Water Sphere 
blocks the Archer's arrows 
much more effectively 
than it does the Mage's 
expanding Eire Wall, which 
can be dropped at the 
edge of Elrond's Sphere and still reach him. The Warrior has to 
battle it out Sword to Sword. The trick to defeating Elrond is to 
combo him to death. If you can keep stunning him and not let up, 
he won't be able to counterattack or heal with his Water Sphere. 
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oBoectlue 7: zyeUuerz the rzing of o\rz 







' CooPERAtivE Play 


■ HIage ahd Scovt 

The Scout is mosT EFFiciEnT FOR^KjELinG Elrohd if 
HE CAH REACH THE ElVEH LORP’S BACK. ThE IHaGE CAH 
mAKE Tnis HAPPEH BY DRAwinG Elrohd’s ATTEHTion. 

If Thirgs doh'T go well on The fip^T aTTeirpT, The 
niAGE CAR Heal To keep boTh glasses in The FiGHT 

AHD GiVE YOU THE OPPORTURiTY TO Tpy AGAin. 

IP 




<XXXKXXXX><XXXXXXXXXXX>0 


When Elrond falls, he drops 
the Ring of Air. Pick It up, 
Cloak, and run back to the 
starting area. The nnost 
direct route Is via the stairs 
at the south end of the 
palace. Deliver the Ring of 
Air Into bauron's hands at 
the Eront Cate, and your 
lord will be very pleased. 





If you don't choose 
subtlety, the Warrior has 
the nnost health to run 
the Ring of Air to bauron 
at the Eront Cate. If an 
enenny Elf blocks your 
way, throw a shoulder into 
hinn at full sprint and send 
hinn tottering backward. 



Mage and Archer 

Whether Plage or Archer, 
you nnay be able to run 
the Ring of Air to bauron 
without nnuch incident or 
you nnay have to carve 
a path to your nnaster. If 
too nnany Elves show up, 
take it slow and use your 
ranged attacks to get 
to bauron. 



CooPERAtivE Play 


% 


I SCOVT AHD WaRJUOIL 

YoUR^FiRST Two OPTiORS iR SOLO PLAY ARE THE SAFEST CHOiCES TO BRIRG THE RiRG OF AiP^TO 

Saurou. If The ScouT has iT, The Warriop^proTecTs The Cloaked ScouT. If The Warrior^ 
HAS iT, The ScouT BacksTabs ary ereiry ahead or^ergages To PROviDE a DisTRAcTioR, ard 
^ The WARRioiVRyns The Rirg of Aii^To The FrorT GaTe, 

L 












DESCRjption 

The mosT powerful figure on The evil side Towers oveig 
The battlefield* imposinc in siee lIke onE of The GiunTs, 
SAURon fighTs'as well as ary U/ARRioR^ except he Trades 
in SwoRj3 fob^IHace, WiTh his lorg reach. Heart of 
Horroi^ard Soul^ollecTor^car be brvTal, while The 
area-effect rnORPOR^PoURD KROCKS DOWR ARYORE CAUGHT 
in frorT of His ITIace SLAra. The DarkLord car poweic 
Through The EnTiRE siDE of good; he’s ThaT rasTy! 




WEAPons 

• niACE 

• THRpwiRG Axe 

0<><XXX>0<>0<XXX><X><X><>0<>0<>0<>0<><> 

SPEciAL AfiiLitiES 

• Heart of Horror^ 

• rnoRpoR^PouRD 

• Soul Collector^ 


Sauron can be damaged; however, he cannot be knocked down! His 
Soul Collector deals damage even to blocking enemies, and if you 
finish someone off with it, there is a special surprise. 


Cooperative Play i‘ 


SAVRPn AHD IIIage 


|s^ 

H All The IHage has To do is sTay bacigard Heal Saurpr iF recessary. 
A FiRE Wall oicLiGHTninG blast won’T hurT EiTHER^ 

m - : 


tbe paLL op niuen'oeLl | 


Rise of Sauron 


8: copturze tbe 

Sauron 


RfoeR bocise 


<xxxxxxxxxxxxxxxx> 


The all-powerful 5auron Is now yours to 
connnnand! There's absolutely no reason 
to take anyone else for the rest of your 
assault on RIvendell. Only Ifbauron falls In 
battle will you take any other class. 

bauron Is incredible at area-effect dannage. 
bend hinn up to the capture circle at the 
River Mouse and drive out all the enennies. 

Hordor Pound and boul Collector will clainn nnany victinns, and 
even bauron's standard Place attacks tend to strike multiple foes 
within his giant reach, btand in the capture circle and sweep 
enemies away until the objective falls to the Dark Lord. 


The Archer and the Warrior 
can also seize the River 
House through their 
standard tactics. Even 
without bauron's help, 
you can complete this 
objective and continue 
to the cataclysmic 
end battle. 


Archer and Warrior 


Without bauron, the 
objective will take more 
time to flip, but you can 
do It with the Plage. Rain 
down Eire Walls in and 
around the capture circle, 
and use bhockwave to 
brush back anyone closing 
in on you. When your Ore 
allies arrive, you can finally claim the River house. 
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oBjectJue 9: kiLL eLrzonZ) anzy LegoLas 





=^| lijvTTl f , 




<XXXXXXXXXXXXXXXXXXXX> 



■■ i -V ^ ^ %ir^ 


Elrond escaped your 
clutches in your first 
encounter. It's tinne to 
redeenn yourself with 
5auron leading the 
charge. Continue to the 
northeast grounds and 
thrown down the gauntlet 

against the two Elven ' j**^-*>v 

heroes, Elrond and Legolas. Elrond will rush you; Legolas will stay away and pelt you with special arrows. 
Use heart of horror and 5oul Collector against Elrond. If you can Keep him from hacking away on your 
black armor, you will out-damage him and send the Elrond to the grave for real this time. Legolas is 
more of a problem for you. Rush toward him, dodging his arrows if you can, and heave down multiple 
Mordor Pound attacks to rumble him off his feet. When he's defenseless, hit him with everything you've 
got. Deal a ton of damage before Legolas pumps you full of too many Poison Arrows and you'll vanquish 
Rlvendell's champions and capture the home of the Elves for yourself. 



Archer 


Cloak and stay hidden on 
the outskirts of the battle. 
Track either Elrond's or 
Legolas's movements 
and circle behind for the 
kill. This battle is big, with 
lots of activity, so your 
odds are pretty good that 
you can catch both Elven 
heroes off guard as they 
challenge other Ores. 

One mistake on their part 
and you have a kill on 
the books. Two kills ends 
the level. 




Do not plunge into the 
middle of the swirling final 
battle. That's a recipe 
for disaster. 5tay along 
the road or along the 
perimeter walls and find 
the Elven Heroes one at a 
time. Eling your Eire Wall 
over and over until you 
burn your target down. 

.-V- inzTT- Lightning can help out, 

too. 5ave bhockwave for emergency escape attempts when 
you have to repel melee attackers and, of course, bhield is 
indispensable against Legolas. 


Can you sling arrows faster than Legolas? You get your chance to 
see here. Eollow the same basic procedure as the Plage, except 
save your Eire Arrows for Elrond or any other enemy drawing too 
near. If you have the speed, your arrows will make the difference. 


CooPERATivE Play 


I Savr^h ahd ScovT 

SAVRpn CAn PRpBABLY BEAT THE TWO ElVEH HeRQES 
ALonE, but The ScouT will biake sure. Elrphd ahd 
Legolas will unoouBTEDLY go aeTer^Sauroh, which 
LEAVES plehTy oe oppoRtuniTiES EOP^A Cloaked 
Scout To assassihaTe ohe oigboTh oe The Elveh 
Heroes. Ohce They are dowh, RTvEnoELL holds The 
^ beauTy oe The Elves no moRE. 

E 








Your final task for 5auron is 
to destroy the honne of that 
nasty hobbit, firodo Baggins. 

There are six nnain buildings 
in hobbiton, and they go up 
quickly if you put fiannes to 
the straw and wood, hollow 
your allies out toward the 
center of town and look for 
the yellow arrows that point out each hobbit building. 


oBjectjae 


1 : T^estrzo^ 

Mage 


boBBltOO 


000<XXXXXXXXXXXXXXXXXXXXXXXXXXXxX> 


❖ Razing the shirze 




-v^vRise of Sauron 


❖ rza:z:tng 


T H fc: Swire 


LEGEND 


0 Start 
O Objective 1 
© Objective 2 


© Objective 3 
© Objective 4 
© Sauron 


© Balrog 
© Qandalf 
© Treebeard 
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Two Tire Walls will burn 
a Hobbit building to the 
ground. Lightning, bhocKwave, and Shield can keep enenny 
attacks at bay. Choose a side and systennatically nnove fronn 
building to building as they go up In flannes. With good footwork 
to lessen the attacks against you, it won't take long to cross the 
entire village and set all of Mobbiton on fire. 


coation 

Ents guard the Hobbits throughout the village. Save your fire 
attacks for the giant trees, and do not engage them in melee where 
their long limbs can reach you. 


Archer 

Tire Arrow burns down 
hobbit building after 
hobbit building. Multi- 
Arrow silences hobbit 
defenders that think they 
can get the drop on you. 





Warrior 


Snnack the little hobbits 
out of your way, and use 
Tire Strike and Whirlwind 
Sweep to set enennies 
and honnes ablaze. If you 
see an Ent, run at it fronn 
behind and strike with a 
Elame of Eury to the back. 



Scout 


* V 


Cloak to dodge nnost 
enemy attacks. At your 
relative leisure, pick a 
lightly guarded hobbit 
home and toss a Satchel 
Bomb on top of it. Cloak 
and wait for your Satchel 
Bomb to recharge, then 
finish the home off with 

a second bomb. Repeat for five more buildings to finish the 
first objective. 




.'viCooPERi^tivE Play 


IIIage add Argher^ 


1“ 

If you wahT To comPLETE This OBjEcTivE quickly, split 
UP, Ohe playeiqgoes left, The oTher^rIghT, ahd you 
|H iheeT in The miooLE DEsTRpYinG HobbiT BuiLoinGS, It 
1^^— u/on'T Take lorg To raze The village. 

^ 




oBaectfoe 


2: kiLL trzeeBeorzV) 
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Balrog 


You discover that 
Treebeard, the leader of 
the Ents, Is behind the 
Ent defenses in hobbiton. 

It's time to remove the 
hobbit ally, and you get 
a Giant of your own, 
the Balrog! Continue 
southwest across the 
fields to reach Treebeard and his fellow Ents. 


cm 


p«UEl£l 






The Balrog's Valaraukar Smash is 
an area-effect attack that knocks all 
affected off their feet. Follow up with 
a Trample Attack or Breath of Morgoth 
to roast alive any who still breathe. 


^ CooPERiitivE Play 


Balivpg ahd IIIage 

The Balrpg should burp all The EnTs, while The 
niAGE Heals wHEnEVEiGnECESSARy. Healihg Takes 
PR ioRiTY, but The IHage cah Throw Fire Wall as 
oeTeh as it’s active To help speed up The kjels. 


❖ Razing the shlRe 


)f Sauron 


Archer and Warrior 


Ents are susceptible to 
fire, and the Balrog is all 
fire. It'll be a bit of a nnisnnatch so long as you don't let nnultiple 
Ents punnnnel you at once. Swing your Elanne Sword back and 
forth to ignite any Ents in reach. Your nnost brutal attack against 
Treebeard is Breath of Morgoth; try to spray hinn and other Ents 
next to hinn with your fiery breath. Eollow up with a Valaraukar 
Smash or Trample Attack if they're still standing. In a matter of 
minutes, there will be nothing left but burnt stumps. 


As the Mage, take things 
more cautiously than the 
Balrog. Burn the Ents on 
the perimeter first before 
drawing Treebeard's ire. 

You don't want to take a 
single hit from an Ent — 
one hit can kill you without 
a chance to Meal — and 
your Eire Walls are the best defense against the trees. Treebeard 
is tougher than the other Ents, but he will burn eventually. 


DESCRjption ^ 

The Bare oe iTloRiA reTurhs eop^a reitiaTch. Ohce Thought destroyed by 
Gahdale ahd coniPAnY, The Balrpg has arIseh To reTake iTloRiA wiTh The 

EORCES OE SAUROn. iTS HUGE ERAIIIE CAUSES mOST EHEIIliES PROBLEmS. FORCED TO GET 
in CLOSE To DEAL DAIHAGE, EnEHIIES OPEH THEHISELVES 

To The Balrog’s deadly FLAmE Sword ahd ihassively 
POWERFUL BrEATH OF BIoROOTH. WiTHOUT GAnDALF, 
whaT hope do The forces of good have? 


Tire Arrow for the Archer 
and a fiery Bword for 
the Warrior can take on 
Treebeard and the Ents. 

It's probably a little bit 
easier for the Archer, 
who can stay away from 
reaching Ent limbs, though 
the Warrior can withstand 
a blow or two and has a 
better chance of getting in 
close to set them on fire. 


Weapohs 

• Flaihe Sword 

<xxxxxx>oo^<x>o<xxx>^<x>o<x>ooo<x> 

Special ABiLitiES 

• Trahiple Attach 

• BreaTh of ITIorooTh 

• Valaraukap^Shiash 





oBoectiae 5 : 

kiLL 5^0 boBBfts to Lufze out gonooLf 

Balrog 


OOO 


All that remain are the remnants 
of some hobbit defenders and 
the mighty wizard Qandalf. To 
lure Qandalf out into the open, 
you must go on a hobbit killing 
spree. 5lay 50 hobbits to 
complete the objective and draw 
forth Qandalf. 


I 
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Archer 


You'll have to let fly a 
lot of arrows to down 50 
hobbits, though Multi- 
Arrow certainly nnaKes 
it easier. Prepare a hire 
Arrow for any hobbits that 
get the idea to threaten 
you with nnelee. 



Warrior 



A Warrior will have to 
chase down all the hobbits 
on foot. They can't stand 
up to your poundings, 
especially when you flanne 
up your bword. After a 
few nninutes of finding 
50 hobbits scattered 
throughout the village, 

you'll squash the last one and connplete the objective. 


CooPERAtivE Play 


■ Balivpg add IHage 

Let The Balrpg sTeahiroll The HobbiTs. The IHage 
Heals ie hecessary. LiGHTninG cah chaih To several 
HobbiTs aT ohge ahd speed vp YOVR^idLL raTe. 




oBjectiae 4: IciLL ganz)alf 


<xxxxxxxxxxxxxx>o<xxxxxxxxxxxxxxxxxxx>o<xxxxxxx> 


One final battle rennains: 
Oandalf vs. 5auron. The 
Dark Lord himself Joins 
the climatic fight, and any 
of his special abilities will 
make the White Wizard 
pay for all his troubles to 
date, heart of horror and 
Mordor Pound will keep 
Oandalf reeling, while 
5oul Collector punishes 
him should he throw up 
his 5hield against your 
allies' ranged attacks. 







Cooperative Play 


I SAVRpn AnD HIage 

The DarkLorp comBinED wiTh The healihg poweig 
OE The niAGE ARE viRtVALLY UHSTOPPABLE. EaCH TimE 
GaHDALP mAKES HEADWAY, THE HIaGE CAH REIHOVE 
The dairage wiTh a Heal, ahd each TimE Gahdale 
Tries To Heal, The Two-proaged aTTac^erpm 
Sauroh's ethereal ehergies ahd The HIage's eIres 
seTs The wizard BACiGEVEn raoRE. HobbiToh will be 
The last sTahd eoi^The Free Peoples beeore Savrph 

^ REIGHS SVPREmE. 




Sauron can be damaged; however, he cannot be knocked down! His Soul Collector deals damage 
even to blocking enemies, and if you finish someone off with it, there is a special surprise. 


Remember, Sauron cannot be knocked down, which is a huge advantage against Gandalf. 


❖ Razing the shiRe ' ^ 


Rise of Sauron 




Avoid them as best you 
can, and charge him. 

Mordor Pound can ievei 
the wizard, and even a 
combo of your iong-reach meiee attacks can bash him around. 
5o iong as you don't stand in Qandaifs fires too iong, or sizzie in 
his Lightning, you have the upper hand. On this fatefui day in the 
5hire, 5auron wiii kiii Qandaif and forever ensiave the peopie of 
Pliddie-earth to his dark purposes. 


Rather than invite 5auron 
to the finai battie, you can 
choose to have a rematch 
of Bairog vs. Qandaif. As 
with Bauron's strategies, 
try to avoid Qandaifs 
powerfui attacks and ciose 
on him. if you can get in 
meiee range, your Tiame 
Bword, Trampie Attack, and Vaiaraukar Bmash can put a serious 
hurt on the wizard. Breath of Plorgoth can finish him off if he tries 
to fiee. 


Don't iet Oandaif keep 
his distance. Me wiii try 
to burn you down with 
Fire Waii and Lightning. 


Balrog 


DESCRjption 

The mosT powerfvl eigvre on The evil side Towers oveb^ 
The baTTleeield. imposinc in size lIke oae oe The GIahTs, 
SAVRpn eights as well as ahy Warrior^ except he Trades 
in Sword eoigITIace, WiTh his loag reach. Heart oe 
H oRRpiGAnD SovL GollecTop^cah be brvTal, while The 
AREA-EEEECT rnORPOR^PovnD KJIOCKS Down AHYOnE cavghT 
in ERpnT OE His niACE SLAm. The DarigLord car power^ 
Thrpvgh The EnTiRE siDE oe good; he's ThaT hasTy! 


Archer, Mage, Scout, and Warrior 


You wiii aiways want to take either Bauron or the Bairog against 
Qandaif. if they faii, however, go with your favorite ciass. By this 
point, you know your battie pians and tactics inside and out. 
Btay on the move and reiy on your energy attacks to feii the 
foui wizard. 




WEAPons 

• niACE 

• TnROwinc Axe 

<XXXX><XXXXXXXKX>00<X>00<XXX>000 

SPEciAL AsiLitiES 

• Heart oe Horrop^ 

• nioRpoR^PounD 

• Soul GollecTor^ 
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❖ tbe Loro of tbe rungsz 
conQuest raciLtipLa^^eR 


Trodo shepherds the One Ring in the traditionai Lord of the flings story; you get to carry it in muitipiayer action, in 
Capture the Ring, you or any of your teannnnates nnust find and seize the Ring, then guard it as you battie through 
foes to reach the enenny stronghoid. 



And that's just one 
scenario in The Lord of 
the Flings: Conquest 
nnuitipiayer. Try nnarching 
on various controi points 
throughout the terrain in 
the Conquest scenario 
or siaying enenny piayers 
ieft and right in Teann . 



Deathnnatch. hero Teann 
Deathmatch works the 
same way, except you 
piay the Meroes from 
each side and not the 
normai ciasses. 

What's your passion? 

Read a iittie more about 
each muitipiayer scenario 
here, then flip to your favorite maps in the following chapters for 
detailed map labels and advanced tactics. Mow all you have to 
decide is if your home is Minas Tirith, Rivendell, or the Black Cate. 



In Capture the Ring games, teammates who stand near the 
Ringbearer receive a health regeneration bonus. 


Capture points, chokepoints, and sniper points are crucial to 
understanding and mastering each map. Figure out which ones 
are best for your class and take advantage of your abilities at 


heroes can also Join 
your side. Generally, a 
Mero will arrive on the 
battlefield to Join the team 
that is winning later in 
the match. Tor example, 
the Evil Team will gain 
Bauron in the Mount 
Doom scenario once they 
achieve two captures 
and have one capture to 
go. The settings for when the Meroes can Join the scenario can 
be adjusted. 


each one. 



Usually, the first team to achieve three captures wins the map, 
though this may vary based on the map. There is also a match 
clock that runs in the background. With two minutes to go, the 
clock appears on screen. The team with the highest number of 
captures when the clock runs out wins the match. 


mi 


captciRB tbe rzmg 

There are two teams, the 
Good Team and the Evil 
Team. The Ring appears 
near the center of the 
map, and each team must 
try to pick up the Ring and 
carry it to the enemy's 
base. After the Ring has 
been captured, or if it 
lies on the ground for too 
long, it will return to the 
center area. 


conQuest 


<x><><><x><><><xx><><><x><^^ 


i There are two teams: the 
Good Team and the Evil 
Team. Within each map 
are three to five control 
' points. Each control point 
I gives victory points to the 
team that controls it. The 
"I more control points your 
I team controls, the faster 


<xxxxx>ooo 


you will earn points. You 
also gain a huge bonus 
for holding all the capture 
points on a map. 


Borne control points have 
resources attached to 
them. Eor example, Ents 
may be available when the 











♦♦♦ tbe LoRt) 041 tbe Rings: conQciest: raciLtipLaysR J 


Instant Action 


Good Team controls the point, while Trolls may be available when 
the Evil Team is in control. 


Team summons forth Lurtz as Archer; 5aruman and the Mouth of 
bauron in the guise of Mage; Wormtongue as the stealthy bcout; 
and the Mazgul, Witch-King, and 5auron himself as Warriors with 
very special abilities. 


Some maps give you siege machine and mount options. For 
example, on the Pelennor Fields map, the Good Team can ride 
horses, the Evil Team can ride Wargs, and both teams have 
access to ballistae and catapults. 


beRo team 
aeathmatch 


<xxxxxx>oooooooo<x> 


Not all multiplayer maps are the same for each level. Make 
sure you learn the nuances of each scenario so nothing 

surprises you. 


team aeathmatch 


coo 


It's just like normal Team 
Deathmatch, where you 
try to earn as many Kills in 
the time limit as possible 
(or reach the victory 
threshold), but there's one 
big exception: You play 
with the heroes of each 


side! Each hero has the 
special or her 

class, plus one 

heroes 

are only on 

select maps. 

The Good Team gains 
the services of supreme 

Archer Legolas; the Mage Gandalf; the bcouts Erodo and Eowyn; 
and Warriors Aragorn, Gimli, Earamir, Elrond, and Isildur. The Evil 


Kill or be Killed is the 
name of the game here. 

The team that earns 
the most Kills when 
the time limit expires, 
or the predetermined 
victory point threshold is 
reached, wins the match. 

Generally, the action 
in Deathmatch is more 
intense, and hence the 
maps tend to be a bit smaller and confined. 

Teamwork wins Deathmatches because coordinating firepower 
on lesser forces will almost always inflict heavy damage and 
frequently wipe them out completely. As if you needed an 
excuse to eradicate the enemy side, the default Deathmatch 
game awards a Mero to the side ahead on points (generally, at 
about two-thirds of the victory point threshold). Want to unlock 
Aragorn and his host of undead? Desperate for baruman to 
show up on your side? Eight on until the true champions heed 
your call! 


BESt At... 




Warjuoil 

rHVLti PLAYER^ 

BESt At... 

CAusino HAVOC ATTACKinc 
DEFEnoinG capture poinTs ahd 
CARR yinc The Rinc. 


BESt At... 


Shipep^aTTacks FRpm high 
ELEVATIOH ahd DEFEHDinG 
capture poinTs. 


niAGE 

niVLtiPLAYEIG 


BESt At... 


Scovt 

HIVLTiPLAYEIG 


Argheig 

IIIVLtiPLAYEIG 


ELiminATinG EnEmv grpups 
wiTh Fire Wall ahd 
proTecTihg agaihsT reTurh 
FIRE with Shield. 


SegreTly SEizinG capture poinTs 
ob^The Rinc wiTh CpoAicAnD 

OHE-SHOT KiLLS FRpin BEHinD. 
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❖ tbe Black gate 




ri=: ’Va 


6 


LEQEriD 




^ Capture Point 
^ Good Capture Point 
A Evil Capture Point 








It's a fight in front of Mordor's massive front gates. In Conquest mode, this map has four control points. 
With four control points, your team goal is to control three of the four, or defend two points if you're 
ahead on victory points. In Hero Team Deathmatch, the forces of good, including Elrond and Eowyn, take 
on 5auron's lieutenants, including 5aruman and the Mouth of 5auron. 













'!♦ tbe Black pate^ 


Instant Action ■" 

Ci\- 


conQuest 


• You can clinnb to the tops of the wooden watchtowers for a 
good Archer position. Be aware, however, that there is very 
iittie room to maneuver on top of these towers. 

• The areas around the 

Piateau and the Vaiiey 
are your hotspots for 
activity. Keep a iow 
profiie whiie navigating 
the main strip or 
you can suddeniy be 
attacked from any side, 
if you want a fight, bring [ 

backup. ^ 

• The Piateau and Vaiiey 

wiii aiways be hotiy contended, in a ciose match, sometimes 
a few victory points wiii make the difference. When the battie 
is fierce at the middie two capture points, make an end run 
around to your enemies' starting zone and see if you can pick 
up a cheap capture point by kiiiing a token defender or two (or 
better yet, none!). 

• The Bcout can singie- 
handediy ciear out the 
flag area with a iittie 
Cioak and Backstab 
action. With iight 
resistance, he may 
take the capture area 
himseif; with heavier 
resistance, the Bcout 
serves as an exceiient 
distraction whiie other 
teammates biindside exposed enemies 

• Enemy area -effect 

speiis mean meiee 
combatants cannot 
charge ahead reckiessiy 
without risking iots 
of damage, but the 
ranged attackers have 
no probiem shooting 
over the obstacie. - 

Target the offending 

party to prevent more , i ^ ^ ^ 

area effects from popping up. 

• Erom the top near the Biack Gate, the map's terrain siopes 
mostiy downhiii. if you want a good vantage point of the middie 
of the map, position yourseif near the top of this hiii or ciimb 
up on the adjacent rocks. 


Teaiii 

DEAfHirlAtCH 

1 

^ Good 'I'EAm 

Evil T'eahi 

I 

• Aragorti 

• LvRtZ 


• ELRpno 

• IHouTh of Sauror 


• EowYn 

• SARymAR 


• Gardalf 

• WiTCH-KiRG 

1 

• Legolas 

• WoriiiTorgue ^ 


As Eirond, seek out 
the enemy Mages. 

You can throw up a 
Water Sphere to biock 
Saruman's or the Mouth 
of Sauron's fire attacks, 
then ciose in for the 
meiee kiii with your 

biade, Madhafang. — — 

Eowyn's Cioak wiii siip 
her behind the enemy 
unseen, and Whiriwind 
Dervish can finish off 
your foe. Be on aiert 
for any abiiity that 
can toss you back, 
such as Saruman's 
isengard Biast and 
Wormtongue's Satchei 
Bomb. 

if piayed weii, Candaif can command a battiefieid. Pay attention 
to the ebb and flow of the battie. When offense can turn the 
tide, throw your fire and Lightning biasts around, or sneak up 
on enemies and iand a powerfui You Shaii Mot Pass! When 
defense is caiied for, reiy on Shieid to repei the enemy fire and 
Meaiing Wisdom to save iives. 

The Witch-king's offensive maneuvers can heip his defense. 
Angmar Eiurry iets him ieap high into the air, over possibie 
threats, and into a better position to counterattack. 

When at range, the 
Mouth of Sauron can 
throw a deadiy Eire 
Waii up around his 
opponent, if you can 
trap foes near ciiff waiis 
or the tents, use Barad- 
dur Eury to pin them 
there and repeatediy 
beat them. 

A 5oui Punch or Batchei 

Bomb from Wormtongue wiii crippie any foe caught in its 
effects, it's a simpie matter to sneak up behind an enemy in 
Cioak mode and make your strike whiie your victim watches 
activities eisewhere. 


INTRODUCTION • CHARACTERS & CLASSES • WAR OF THE RING • RISE OF SAURON M kikk lIMk iRTtll li Mim ACHIEVEMENTS & TROPHIES 





www.primagames.com 






❖ helm's r>eep 


LEGEND 

^ Capture Point 

Good Capture Point 
^ Evil Capture Point 


In Conquest nnode, this nnap has five control points. Each control point gives victory points to the teann 
that controls it. The nnore control points your teann controls, the faster you will earn victory points. 

With five control points, your teann goal is to control three of the five. It doesn't nnatter which three. 
Don't spend too nnany resources trying to retake, say, your initial spawn point when there could be two 
undefended capture points open for the taking. 











Instant Action 


❖ helm's t)eep j 


conQuest 


oooc>ooooo<x>c>o<xx>oooo<x>o<xx> 


• The Deeping Wall can be well defended with ranged fire fronn 
behind the capture area. Mages and Archers can unload on the 
stairs and enennies must sustain the barrage to have any shot 
at taking the area. 

• You can use the ladders 
to quickly reach the top 
of the walls. 

• Most traffic passes 
through the main 
courtyard outside the 
Throne Room or the 
tunnel leading out 
to the Deeping Wall. 

Watch yourself in these 
areas when you have 

to capture a new area. On the flip side, if you have three of 
the control points locked down, guard these areas to create 
bottlenecks and catch enemies in the crossfire. 

• Archers rule from atop 
the balconies and 
staircases. When you 
see enemies fighting 
below, take a position 
atop the higher terrain 
and snipe away. Once 
enemies gain the 
steps or ladders below, 
retreat and find a new 
cover spot. 

• helm's Deep is a relatively small and open area. Other than 
inside the Throne Room, atop the upper walls an Archer can 
draw a bead on anyone. 

• When a 5cout wants to 
save energy, or doesn't 
have any, ambush 
enemies from atop the 
walls. You can drop 
behind someone and 
backstab them if you 
time it right. 

• It can be advantageous 

to die and respawn ^ 

next to a capture 

point under siege by the enemy. Warriors can charge into 
the fray immediately, especially at a capture point like the 
Throne Room. 


team r>eat:braatcb oooo 


• During a respawn, 
plan out what you 
want to do next. Are 
you reinforcing a 
chokepoint? Is the 
action hot and heavy 
near the Main Gate 
so you should take 
a shortcut along the 
upper walls? When you 
finally respawn, you can 
jump back into the action without a moment's hesitation. 

• Attack en masse if you can. Teamwork wins Deathmatches, 
since coordinating firepower on lesser forces will almost always 
inflict heavy damage and frequently wipe them out completely. 

• Tor the Mage, the more kills, the better in Deathmatch. Your 
Lightning strikes can drop several wounded players at once if 
you're smart enough to catch them in a huddle defending a 
capture area or thinking they're safe as a unified group. 

• Mages can be a 
dominant force if left 
unopposed inside the 
castle walls. Scouts 
should slip inside a 
Mage's Shield and go 
for the kill. Even if 
you miss a one-shot 
Backstab, you'll disrupt 
the Mage's Shield with a 


hit and leave him open 
to counterattacks. 


As a Warrior, you will see a lot of action in the courtyard in front 
of the Throne Room. Whenever you enter the area, build up 
momentum to a full run and level a shoulder (heavy Attack) on 
the nearest victim to send them flying. 

When the Good Team 
unlocks Aragorn, 
casualties pile up on 
the enemy side. Get in 
the middle of things, 
but avoid the area- 
effect damage if you 
can or it could be your 
downfall. 

Saruman's Eire Ball can 
prove deadly in the 
walled corridors leading from the Throne Room to the Deeping 
Wall, heave your fire attacks into those enclosed spaces 
whenever you're able. 
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LEQEriD 


^ Capture Point 
^ Good Capture Point 
A Evil Capture Point 


1 A i« i-> 



The former home of 5aruman becomes a new battleground for the forces of good and evil. In Conquest 
mode, this map has four control points. Grab three of four for an extended period of time and you'll 
win, or gain the lead and then defend two of the points. In Team Deathmatch, it's a matter of which side 
coordinates with the best teamwork and slays more enemy players. 











<♦ tsengaRt) i 


Instant Action 


team r>eat:braatcb 


m 




*' "m 


conQuest 


<xxxxx><x>oooooooooooooo<x>oo 


• Only the pits area is used. 

• The Good Teann starts with an Ent at its honne base and the Evil 
Team starts with a Troll at its home base. But, the teams can 
lose these allies if the base is taken by the enemy. 


• All the main areas on 
the map are connected 
by wooden and 
stone bridges. One 
false step and you're 
doomed. Be aware of 
your positioning! 

• Whenever you get a 
breather, take a look 
all around. With all the 
bridges and crosswalks, 
and a wide-open main area, you can see many of the individual 
players and battles going on. 

• If you want a little extra 
punch in your ranged 
attacks, man a ballista 
at some of the strategic 
posts around the map. 

• Use the Eire Machine 
as cover if you find 
yourself under fire in 
the area. You can sever 
the line of sight from 
any direction by moving 
around the circular structure. 

• Baruman has great 
range with his Eire Ball. 

Look to bombard the 
enemy capture area 
from above, particularly 
on the steps above the 
Bridge capture point. 

• When capturing an 
area, throw up your 
Shield to protect you 


and your allies from 
ranged fire. It may buy you precious seconds to flip the area, 
and the only way for the enemy to take the area will be to 
close on you. 

• Whenever you leave an area as a Scout, click on your Cloak. 
Even if it's only for a few seconds, you will confuse any enemy 
eyes on you and they won't be able to track or predict your 
next move. 


Attack en masse if you can. Teamwork wins Deathmatches; 
coordinating firepower on lesser forces will almost always inflict 
heavy damage and frequently will wipe them out completely. 

Double-team opponents 
at every opportunity. 

Two sustained attacks 
against a single 
defense will always win 
you the day. 

At several places 
around the map, it's 
possible to leap from 
up high and land on the 
lower levels alive. Just 
watch that you don't fall into a pit. 

Do not split up and go solo. The more you stick together on 
the various platforms in the pits, the better your chances of 
survival and racking up the kills. 

Every bridge is a 
chokepoint. You 
can defend these 
chokepoints well with 
ranged attacks that 
blast enemies backward 
and a few defenders to 
hold the ground. 

Ranged attackers 
should always seek a 
sniper point, however, 
don't stay hunkered down in that one spot for too long. 
Eventually, an invisible Scout or some other enemy will be on 
your tail, and you want to keep one step ahead of them so 
they don't catch you unawares. 

Even as a Mage, if you 
have an opponent near 
a bridge ledge, resort 
to a quick melee attack 
to knock them over 
the edge. 

Surrounded by 
enemies? Scouts and 
Warriors have a Medium 
Attack that can brush 
back several enemies 
at once. A smart retreat is also an option. Remember, each 
death counts toward the enemy's victory total; you don't want 
to be a senseless casualty. 
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^ Capture Point 
^ Good Capture Point 
^ Evil Capture Point 


In Conquest nnode, this nnap has five control points. With five control points, your teann goal is to control 
three of the five. It doesn't nnatter which three. Don't spend too nnany resources on one point when there 
could be two undefended capture points open for the taking. In Capture the Ring, the ring appears near the 
center of the nnap, and whichever teann seizes the ring and returns it to the enenny base the nnost wins. 


LEGEND 




❖ rataas morzgul 









Instant Action 


; 

❖ ralnas morzgul. | 




When capturing an 
area, put up your Shield 
to protect you and your 
allies from ranged fire. 

It may buy you precious 
seconds to flip the 
area, and the only way 
for the enemy to take 
the area will be to close 
on you. 

Look for ambush 

opportunities from the upper level. You can leap down on 
unsuspecting enemies and catch them off guard. 

Blocking can be an effective strategy for a Warrior inside a 
capture area. You can prolong a fight, which proves beneficial if 
you have reinforcements on the way. 


The raised area behind each team's starting area is a good place 
to protect your base with an Archer. 


cooQciest <>o<xx>oo<x>oo<x>ooo<x><xxxx><x>c> 

• Only the map's inner area is accessible. 

• There is a raised path the surrounds the entire central area. 

• The area behind the Throne Room can be reached by using the 
stairs behind each team's starting area. 

The Archer's Tire Arrow can knock enemies off balconies or 
staircases. Watch for these opportunities. 


copturze tbe Rtog <x>oc>o<xxx> 

• After the ring has been captured, or if it lies on the ground for 
too long, it will return to the center area. 

• The first team to achieve three captures wins the map. There 
is also a match clock that runs in the background. When there 
are two minutes left on the clock, it is shown on screen. The 
team with the highest number of captures when the clock runs 
out wins the match. 

• If you grab the One Ring, your movement speed decreases. 

• There are raised paths 
on both sides of the 
main road. These raised 
positions can be a great 
spot for snipers. 

• You can jump down 
from the raised paths, 
but be careful to avoid 
the spiky pits. 

• The bridge over the 
main gate is accessible 
by the outer raised path. 

• Borne attacks will knock an enemy player backward. You can 
use these to knock enemy players into pits. 

As an Archer, fire Poison Arrow at an enemy Ringbearer to really 
slow him down. 


The raised walkways 
are narrow. Plages can 
use their hire Walls 
to completely block a 
path. 

There are lots of dark 
alcoves for Bcouts to 
hide in. If you are in 
Cloak mode and don't 
move, you're almost 
impossible to see. 

The Warrior's extra health makes him an ideal candidate for 
grabbing the Ring. You can fight well when others battle you 
for control of the Ring, and you can take a few extra hits that 
might make the difference in a long capture run. 

Bave your energy for life-and-death fights or to use against an 
enemy Ringbearer's group. 


Legolas (Archer): If he isn't sniping from up on high, Legolas 
can aid his companions. Bearch for allies already in battle and 
lend support damage or, even better, a headshot to end the 
tussle. 


Baruman (Plage): You are a big gun for the forces of Bauron. 
Rather than challenge foes directly, circle your enemies and 
choose a target for your hire Ball. Aim true and the enemy will 
likely be ash with a single hit. 


Aragorn (Warrior): 

As you can imagine, 

Candalf and Aragorn 
make a formidable 
pair. While Qandalf 
singes those around 
him with Lightning, 

Aragorn beats back 
melee challengers and 
unleashes his Wave of 
Undead for punishing 
damage whenever he has enough energy built up. 


MazgOI (Warrior): Prey 
upon weaker targets 
if you can drop them 
quickly with a blast of 
Black Breath. If not, 
the Power of the Mine 
can uproot opponents, 
casting them aside and 
clearing more room for 
counterattacks or a new 
offense against your next 
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❖ minos tiRitb 


Minas Tirith is a nnix of give and take. The Good Teann has easier access to the control point on the outer 
wall; however, the Evil Teann starts the ganne with a Troll at their honne base. This nnap has four control 
points. Each control point gives victory points to the teann that controls it. The nnore points your teann 
controls, the faster you will earn points. 
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conQuest 


<xxx>oooooooc><xxx>oooooooo<x> 



With four control points, your teann goal is to always control at 
least two of these points. If you are ahead on points, you can 
play defense with two control points, nnaintain an even stream 
of points for both sides, and ultimately pull off the victory. 

Most traffic has to 
come right down the 
center concourse. 

Watch yourself in this 
area. While you engage 
one enemy, three more 
may be on you before 
you know it. 

Minas Tirith has a long 
straightaway. If an 
Archer hangs back out ~ 

of the heated battles, he can pick off targets easily at very 
long range. 

Archers can also scorch targets from atop the side balconies or 
from corners to zap anyone strolling toward a control point. 

Married by the enemy? Duck into any of the many enclosed 
rooms or staircases that line the map borders. Mages can 
quickly Meal safe from line of sight. 

Tor an effective ranged defense, set two Mages walking up the 
concourse side by side with Shield up. The bubbles cover the 
entire expanse and protect from projectiles above and ahead. 

At the start of the 
contest, a Scout can 
race up the concourse 
and slide into Cloak 
modejust prior to sight 
range of the farthest 
enemy capture area. 

Most likely, the area will 
be deserted, or lightly 
defended, and you can 
sneak in for the kill 
and conquest. 

There are many alcoves and small alleyways for a Scout to 
disappear into and use for ideal ambush conditions. 

A Warrior can't close 
as easily in Minas Tirith 
as some of the other 
maps. Remember to 
use your Throwing Axe 
to stun enemies or your 
Meavy Attack shoulder 
charge to catch up with 
them quickly. 





❖ ralnas tiRitb 


. Instant Action 






team r>eat:braatcb 

• Most your kills will happen on the lower concourse, whether 
it's by drawing your Sword and challenging the enemy on the 
cobblestone or sniping them as they move below. 

• The map has a lot of 
ups and downs. Be on 
the lookout for enemies 
suddenly showing 
up. They can drop off 
balconies, descend 
stairs behind you, or 
come out from the 
walls to the side. 

• Ranged combatants will 
frequently duel it out 

on the upper balcony. Whichever side gains a foothold has the 
height superiority on the Minas Tirith map. 

• Look for sniper spots 

atop the highest steps 
of Minas Tirith. Archers 
can slide to the walls 
for extra cover or the 
open spaces for better 
shots, and you can 
always backtrack the 
opposite way when the 
enemy starts climbing 
the long set of stairs. “ ■ ^ * ^ 

• The Mage's fireball part of the Tire Wall can travel a long way. If 
you arc it correctly, you can land Tire Walls on lower balconies 
on the opposite side of the main concourse. 

• As a Bcout, stay 
on your toes while 
traveling through 
Minas Tirith's enclosed 
corridors. An 
unhesitating Backstab 
can slay a foe before 
they even see you. 

Against superior 
numbers, you may 
need to race down the ’ ^ 

stairs or leap from a balcony to escape. 

• Qandalf can destroy foes from anywhere on the map, but the 
short eastern balcony offers lots of options. You can rain down 
Lightning on unaware enemies, toss Tire Walls, and you can 
use the stairs or simply hop over the side if the enemy gets 
any ideas about chasing you down. 

• The Witch-king's offensive maneuvers can help his defense. 
With Angmar Hurry, he can leap high into the air, over possible 
threats, and into a better position to counterattack. 




INTRODUCTION • CHARACTERS & CLASSES • WAR OF THE RING • RISE OF SAURON ACHIEVEMENTS & TROPHIES 







www.primagames.com 






> rataas tiRitb top 



■ 7 ^ 




Minas Tirith is so huge that it has two nnaps. In the Capture the Ring variant, you play on the upper level 
of the fortress. The Ring appears near the center of the nnap, and whichever teann seizes the Ring and 
returns it to the enenny base the nnost tinnes wins. In Teann Deathnnatch, your team wants to annihilate 
the other team. Whichever team ends up with the most kills wins. 
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• There is an Ent and a Troll available to the teanns on the rock 
peninsula near the White Tree courtyard. 

• Each team has two paths to the Ring, which appears next to 
the White Tree. 


• Giants will block the stairs almost completely. This can be both 
a help and a hindrance. 

• Erom the Evil home 
base, you can race up 
the back stairs, which 
deposits you at the 
upper courtyard looking 
across the grass at 
the Ring. As the Good 
Team, this is usually 
the less-defended route 
for returning the Ring 
to the enemy base. 

• When the enemy team grabs the Ring, head in a direction that 
will cut off the Ringbearer. There's little sense in trailing after 
the Ring unless you know you can catch up with it. 

• You slow down when 
carrying the One Ring. 

Plan your escape route 
ahead of time before 
you grab the prize and 
head off in the direction 
of the fewest foes. 

• Remember, if you lead 
in the Ring capture 
race, you don't have to 
"dunk" the Ring again. 

Instead, you can play all-out defense and keep the other team 
from controlling the Ring. When the time expires, your team 
will be declared the winner. 

• Melee attackers will 
want to gravitate toward 
the interior royal rooms 
at the center of the 
map. Ranged attackers 
will have problems 
in the close quarters 
and your abilities 
should strike bodies 
consistently. 


Even though the top of Minas Tirith has a lot of open space, 
it doesn't mean it's without chokepoints. You can bottle up 
enemies in any of the stairways with a Eire Wall or Archer 
barrage. 

Eorm a combo of the 
Archer and the Mage 
and look for sniper 
points high up above 
the lower levels. 

Both can rain down 
destruction on the 
enemy without fear of 
ranged counterattack 
thanks to the Mage's 
Shield. 


In a stairwell full of battling combatants, the Warrior's Eire 
Strike can clear the whole passage for your side. 

The back courtyard by 
the Good Team's home 
base has a lot of space 
and makes an ideal kill 
zone for deadly ranged 
attackers like the 
Archer and Mage. 

Out on the terrace 
surrounding the 
White Tree, circle the 
perimeter and survey 
the situation. Can you jump in and aid a skirmish? Do you need 
to move more to gain better position? Is ranged fire streaking 
from anywhere? Once you identify the situation, plan your 
tactics. 

During a respawn, plan out what you want to do next. Are you 
reinforcing a chokepoint? Is the action hot and heavy near the 
upper courtyard? When you finally respawn, you can Jump back 
into the action without a moment's hesitation. 

Want some height 
advantage? Jump up 
on the dais that holds 
the crown in "Rise of 
Bauron" game play and 
launch some ranged 
attacks from up there. 

Melee foes will have 
some trouble hitting 
you, plus you can 


see above any chaos 
occurring on the ground below. 
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❖ mines of raoma 



The Mines of Moria nnap is the triple threat: Capture the Ring, Conquest, and Team Deathmatch are all 
available. The map changes slightly for each scenario — in Capture the Ring, for instance, the home bases 
are much closer to the large central chamber — so run through them several times to get the lay of the 
land... or, in this case, the lay of the underground caverns. 












❖ mines of morzJo 
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capturze the mng <x>oo<x><xx> 


• The first team to achieve three captures wins the map. There 
is also a match clock that runs in the background. When two 
minutes remain on the clock, it is shown on screen. The team 
with the highest number of captures when the clock runs out 
wins the match. 

• After the Ring has been captured, or if it lies on the ground for 
too long, it will return to the center area. 

• If you grab the One 
Ring, your movement 
speed decreases. 

• There are chokepoints 
at the entrance to each 
team's base. 

• You can use the pillars 
in the Great Mall as 
cover. 

• The Good Team can 
defend its base easier with Archers from the raised positions, 
whiie the Evii Team shouid concentrate on controiiing the 
corridor to its base with Mage Eire Waiis. 

• 5ave your energy for iife-and-death fights or to use against an 
enemy Ringbearer's group. 

• When the Evii Team is 
up in captures, you gain 
Lurtz. The supreme 
Archer can suppiy a iot 
of support damage to 
the forces of bauron. 

Use zoom an search 
for one-shot headshot 
kiiis, especiaiiy against 
the siow-moving enemy 
Ringbearer. 


oooo<x>ooo<xxx>o<x>c>ooooooo<x> 


• There are four controi points on this map. Win by sitting on 
three of the four controi points for a ionger period of time than 
your opponent, or hoid two capture points and pick up the 
rest of your points with 
piayer kiiis. 

• The spawn point near 
the Troii Prison is a 
tricky one. incoming 
piayers spawn inside 
the prison, out of sight 
of the capture circie. 

Be carefui that enemies 
don't suddeniy show up 
from there and overrun 
you if you're trying to seize the point for your side. 

• Use knockdown attacks on narrow staircases and bridges to 
quickiy dispose of enemies. 


team (Deathmatch ooo 


• Look for ambush 


The Good Team's initiai controi point is a good area to take or 
hoid because an Archer can fire on every major chokepoint 
ieading to aii controi points. 

The Mage can iaunch 
Eire Waii and Lightning 
attacks from one 
staircase to another, 
as can the Archer with 
a Eire Arrow, Poison 
Arrow, or Muiti-Arrow. 

Even the Scout's 
Satchei Bomb can be 
effective from one 


piatform to the next. 

Biocking can be an effective strategy for a Warrior inside a 
capture area. You can proiong a fight, which proves beneficiai if 
you have reinforcements on the way. 


Attack en masse if you 
can. Teamwork wins 
Deathmatches because coordinating firepower on iesser forces 
wiii aimost aiways inflict heavy damage and frequently wipe 
them out completely. 

Mages can be a dominant force if left unopposed inside the 
main chamber, if you're playing a Scout, Cloak and slip inside 
an enemy Mage's Shield and go for the kill. Even if you miss a 
one-shot Backstab, you'll disrupt the Mage's Shield with a hit 
and leave him open to 
counterattacks. 

Some of the ramps in 
the mines can collapse 
if a player pulls the 
nearby lever. It's a great 
strategy to earn a few 
kills all at once when 
unsuspecting enemies 
charge up the ramp at 
you. Just be sure you 
don't catch your allies in the death trap. 


opportunities from the 
wooden platform near 
the most frequent 
spawn point. You can 
pop back in, step over 
to the edge and survey 
the action down below, 
then leap behind your 
intended victim. 
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In the heart of an active volcano, players battle for capture points and the fate of the One Ring. In Conquest 
nnode, this nnap has four control points. In Capture the Ring, the ring appears near the center of the nnap, 
and whichever teann seizes the Ring and returns it to the enenny base the highest nunnber of tinnes wins. 
The action heats up even nnore with the nnost powerful characters possible in Hero Teann Deathnnatch. 











❖ mount TDoom 


Instant Action 




and look for Mage Shields at a distance to find the battles. 

• The Evil Teann can 
unlock the nnaster 
hinnself, Sauron. Such 
an innposing figure, 
even with just his 
Mace, Sauron can 
sweep aside foes like 
twigs. When he taps 
into his special abilities 
like heart of horrors, 

Mordor Pound, and Soul - 
Collector, the Good Teann shall trennble in fear. 


• hot to be outdone by Erodo, the Evil Team's Wormtongue can 
kill out of nowhere, too. Cloak and hide in the shadows of the 
chambers where all the action is taking place, then slink out 
behind your victim and end their life with a Deception Strike, 
Soul Punch, or Backstab. 


capturze the tzing <x>oo<xxxx> 


• The first team to 


Take advantage of the ledge that overlooks the Eorge. You 
can surprise enemies with ranged weapons or a melee 
ambush attack. 

With Erodo's diminutive 
size, his Cloak works 
better than any Scout's, 
hot only can he use 
regular attacks while 
Cloaked, the usual 
shimmers that give 
away an invisible Scout 
may be missed in 
the shorter hobbit. 

Take advantage by 
slashing at enemies from behind with your special abilities 
fully charged. 

hazgOI can prey upon 
weaker targets if you 
drop them quickly 
with a blast of Black 
Breath. If not, the 
Power of the Mine can 
uproot opponents, 
casting them aside and 
clearing more room for 
counterattacks or a new 
offense against your 
next foe. 


achieve three captures 
wins the map. There is 
also a match clock that 
runs in the background. 

When two minutes 
remain on the clock, 
it is shown on the 
screen. The team with 
the highest number 
of captures when the 
clock runs out wins the match. 

• There are two routes from the Ring to each team's base. 

• After the Ring has been captured, or if it lies on the ground for 
too long, it will return to the center area. 

• If you grab the One Ring, your movement speed decreases. 

• When the opposing team has the Ring, look to intercept 
them at one of the bridges over the lava spans. These are 
perfect chokepoints, and you can ambush even a large group 
effectively. 

• Once unlocked, Isildur 
can add some much- 
needed might to 
the side of good. Me 
can cut through foes 
with Marsil or unload 
powerful special abilities 
such as Aeglo's Bharp 
and Blade of the Mark. 

• Bave your energy for 
life-and-death fights or 
to use against an enemy Ringbearer's group. 


o<xxxx>oooooooc>c><x>ooooooooo 


ere are four control points on this map. Grab three of them if 
you can for the win, or hold two capture points if you have the 
lead in victory points. 

There are two tunnels leading from each team's starting area. 
Each tunnel leads to a neutral control point. 

Look for raised ledges in some of the chambers. They can give 
you a surprise ambush point. 

Warriors and Bcouts can pin victims against walls in the map's 
tight corridors. Begin 
with Light Attacks to 
keep them off balance, 
then switch to Medium, 
heavy, or energy- 
charged attacks to 
finish them off. 

Mount Doom is not 
wide open, and it's 

difficult to see where 

all the action is taking 

place. Toggle the map to see capture points switching hands 
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Don't look for nnany breathers on the Osgiliath nnap. The four capture points are ainnost on top of each 
other, and spawning into an Osgiliath Deathnnatch nnay put you in the action instantly. Archers will have a 
field day if they can stay away fronn nnelee attackers and the pain they bring. 




❖ osgiLiatb 


Instant Action 
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• Be careful on the side 
of the bridges near the 
water. A Knochback 
blow or an ill-tinned 
junnp can send you over 
the brink. 


• There are four control 
points on this nnap. 

If your teann can hold 
three of the four control 


points for a prolonged 
tinne, you'll win. Otherwise, you nnust defend two of the control 
points and earn nnore kills than the opposing teann or already 
have the victory point lead. 

• This is one of the nnost concentrated nnaps in the ganne; the 
control points are all very close to each other. 

• Teanns can strike quickly at the Canal control points. The North 
and South Canals can be swarnned by a coordinated teann 
working together. Move on the first one and when it looks like 
it's going to flip, but before it turns neutral, rush the second 
capture point with all but a token force to defend the first. The 
second Canal point will be under siege without any warning just 
as the first one falls. 


• Archers can cover 
every control point 
location fronn the 
bridge, but be aware 
of your surroundings 
or have allied support 
because there are two 
routes to this location — 
and you nnay end up on 
the business end of a 
Scout's knife. 


• Use knockdown attacks on stairs and bridges to quickly 
dispose of enennies. 




It doesn't nnatter as nnuch where you respawn on this nnap 
because everything is close together, but you should plan out 
your first attack to be 
ready as soon as you 
nnaterialize. 

The balcony at the 
back of the Sanctuary 
area provides sonne 
good cover and 
can be an annbush 
point if you want to 
surprise other players 
passing through. 



• Attack en nnasse if you 
can. Teamwork wins 
Deathmatches because 
coordinating firepower 
on lesser forces will 
almost always inflict 
heavy damage and 
frequently wipe them 
out completely. 



• As an Archer, you 
always seek a sniper 
point; however, don't stay hunkered down in that one spot for 
too long. Eventually, an invisible Scout or some other enemy 
will be on your tail, and you want to keep one step ahead of 
them so they don't catch you unawares. 


• Mages can be a dominant force if left unopposed around the 
capture points. To defend against them, especially when they 
have their Shields up to prevent Archer fire, send a Scout to 
slip inside the Mage's Shield and go for the kill. Even if you 
miss a one-shot Backstab, you'll disrupt the Mage's Shield with 
a hit and leave him open to counterattacks. 

• Scouts can be a force 
on the Osgiliath map. 

There is almost always 
a target nearby and, 
with so many bodies 
in heated combat, it's 
easy to sneak up from 
behind for a Backstab. 




As a Warrior, you will 
see a lot of action in 
the roads to and from 
the capture point. Whenever you see foes in an exposed 
position, build up momentum to a full run and level a shoulder 
(heavy Attack) on the 
nearest victim to send 
them flying. 


As you move around as 
the Mage, charge your 
Lightning and hold it. 
That way you're always 
ready to unleash a blast 
on a crowd of enemies. 
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In solo play, Pelennor Fields offers a grand battle with everything going on at once. Guess what? Multiplayer 
offers nnuch of the sanne. With a wide-open nnap, Capture the Ring becomes a real team-versus-team game 
to seize the Ring and move it to the enemy base. You might find a little more room in Conquest, with lots 
of players splitting off to tackle separate capture points, but not in Team Deathmatch. 
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. Instant Action 



copturze tine tzing <X>0C>0<XXX> I 

• The first team to achieve three captures wins the map. There 
is aiso a match ciocK that runs in the background. When two ; 
minutes remain on the ciock, it is shown on the screen. The 
team with the highest number of captures when the ciock runs ; 
out wins the match. 


• After the Ring has been captured, or if it iies on the ground for 
too iong, it wiii return to the center area. 

• On the Evii Team, 
beware of the giant 
Ents that begin at the 
Good Team's start area. 

Eortunateiy, most have 
a weapon against them 
immediateiy: fire. Light 
up your biade, arrow, 
or speii to set them 
on fire and keep out of 
the reach of their iong 
tree iimbs. 

• if you grab the One Ring, your movement speed decreases. 

• The barricades wiii provide some degree of protection from 
mounted enemies. 

• You can ciimb the towers to get a good vantage point. 

• There are unexpioded catapuit firepots aii over the fieid. They 
expiode when hit. 

• Coordination is very 
important on this 
map because there 
is very iittie cover for 
individuais to move on 
their own. 

• if the enemy has the 
Ring and a iead to 
your capture area, 
hop on a mount and 
you can ciose the gap 
much quicker. 




conQuest 


ooooooc><xx>oo<x>oooooooooo<x> 


• There are five controi points on this map. Cain controi of three 
of the five for most of the time and you'ii win. Otherwise, if you 
have the iead in victory points, defend the capture points you 
currentiy controi and try to win on enemy kiii points. 


• Each team starts the game with mounts at their home 
base. But they can iose the mounts if the base is taken by 
the enemy. 

• The Good Team can 
uniock Legoias. With 
aii the open space, 

Legoias can strike 
muitipie enemies at 
range and cause the 
Evii Team iots of grief. 

• The Evii Team has 
access to Troiis. 

Against them, have 
your Archers go for 
headshots. With them, use their powerfui attacks to disrupt 
enemy groups and iead the charge toward the capture areas. 



team Z)eat1nnnatc1n ooo 


Don't get caught 
standing around. You 
shouid aiways be on the 
move. Even on a map 
iike Peiennor Eieids, 
where you can see 
aimost everything, you 
never know when an 
enemy wiii be creeping 
up behind you. 

You can use some 
of the debris and 
structures on the 
fieid for ambush 
opportunities. The 
short wooden piatforms 
in particuiar make 
effective cover. 



it's very important to work together on this map. Teamwork 
wins Deathmatches because coordinating firepower on iesser 
forces wiii aimost 
aiways inflict heavy 
damage and frequently 
wipe them out 
completely. 


h 




I 


• The Good Team has 
access to horses at the 
starting area. Mount a 
horse to ride out into 
the battle and reach 

a capture point that 
much quicker. 

• Because this map is 
very fiat and open, 
Archers can see and 
shoot long distances. 
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^ Evil Capture Point 



The home of Elrond and the Elves, once Known as a safe haven from all evils, has become a battle- 
ground. You can choose to play Capture the Ring, Conquest, or Team Deathmatch within the Elven palace 
and surrounding gardens. Will you join the Elves to repel 5auron's horde bent on despoiling sacred ground 
or will you Join the Ores in dooming the Elves' place of power? 











❖ RfuentDeLL 


Instant Action 


capturze the rung 


ooooooooo 


' The first team to achieve three captures wins the map. There 
is also a match clock that runs in the background. When two 
minutes remain on the clock, it is shown on the screen. The 
team with the highest number of captures when the clock runs 
out wins the match. 

• After the Ring has been ' — - 

captured, or if it lies 

on the ground for too 
long, it will return to the 

• you grab the One 
Ring, your movement 

• The west side of 
the map is used for 
this scenario. 

• The safest route is often through the house. 

• The bridge is a good place for the Evil Team to protect their 
own base. There is cover and good visibility. 

• The Evil Team can 
unlock the Mouth of 
bauron. If the Mouth 
can the 

very to stop 

from running the Ring 
to the <dood Team's 
home base. Resides his 
formidable attacks, he 
can heal any wounds 
while carrying the Ring. ' 

• The Good Team can defend its base by shooting through the 
windows of the house. 

• The Good Team can go through the pool on the west side to 
avoid the Evil Team's defenses under the bridge. 


<xxx>oooooooo<x>oooooooooooo 


• There are five control points in this map. Three of them are on 
the path surrounding the house. Two are inside. Capture three 
of the five for a longer time than your enemy to win the match. 
If you're ahead on victory points, you can also hunker down 
and defend two capture points, plus rely on some player kills, 
to win the scenario. 


m 


y\ 






ooo 


• The center control 
point is the hardest to 
defend because there 
are many paths into 
the area. 

• The Good Team can 
unlock Elrond. Use 
Elrond to overcome the 
largest enemy group, 
while other smaller 
allied groups race to 
capture new points. 

team aeathmatch 

• Even a Rcout without energy and his Cloak can ambush 
an enemy, hide in one of the lush bushes and leap out to 
Backstab a startled enemy. 

• The Mage's Lightning 
is an excellent attack 
inside the palace. With 
lots of melee bodies, 
it tends to arc around 
a lot. 

• A Warrior can use 
Whirlwind Eury inside 
a capture circle to 
clear out all enemies, 
even an invisible 
enemy Rcout. 

• When climbing steps in and around the palace, prepare your 
ranged attack to hit the first enemy you see over the rise 
before they notice your presence. Even the Warrior can join in 
by hurling his Throwing Axe. 

• Create your own sniper 
points by hopping up 
on a balcony railing and 
searching around for a 
nearby fight. 

• In the palace stairwell, 
you can bottle up the 
action with a single, 
furious Warrior or a 
Mage's Eire Wall. 


• The Good Team starts 
capture points quickly, 
use the stairs. 

• The house and the 
surrounding path are 
used for this scenario. 

• Erom the balcony of 
the long east room, a 
player can defend the 
control point in the 
library and the one on 
the path. 


inside the palace. To reach the neutral 
leap off the balcony ledges rather than 
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^ Capture Point 
^ Good Capture Point 
^ Evil Capture Point 


LEGEFiD 


The Hobbits of the 5hire have always been a peaceful and jolly race... until now. They nnust defend their 
lands against the invading forces of 5auron in Capture the Ring and Conquest action. There's even Hero 
Teann Deathnnatch to pit Middle-earth's nnost powerful beings of good and evil against each other. If you 
want wanton destruction, this is the nnap — especially when the Balrog shows up. 











❖ tbe sbiRe #] 


Instant Action 


copturze tbe mng <x>ooo<xxx> 


The first team to achieve three captures wins the map. There 
is also a match clock that runs in the background. When two 
minutes remain on the clock, it is shown on screen. The team 
with the highest number of captures when the clock runs out 
wins the match. 

After the Ring has been captured, or if it lies on the ground for 
too long, it will return to the center area. 

If you grab the One Ring, your movement speed decreases. 

On the Good Team, 
when you opt for an 
Archer, you play a 
bowman from the 
5hire. The Hobbits are 
good shots, and their 
small size makes them 
ideal for ambush down 
low instead of up high. 

When you have the 
Ring witn lots of 

enemies on your tail, lose yourself in the fields throughout 
the middle of the map. The stalks will hide the Ring's blue 
glow and may even hide you if you play one of the shorter 
characters. 


• The bhire is a large map with a bunch of buildings. Use these 
buildings as cover if you're a ranged attacker looking for an 
ambush or if you need to escape an enemy's line of sight. 

• The Good Team can 
unlock Trodo. As you 
can image, Trodo is 
excellent at pilfering the 
Ring. Go in Cloaked, 
grab it, and slip out 
invisibly, leaving 
enemies to figure out 
which direction you 
went. When they do, 
hide in the fields or run 

along the main road's stone wall to keep a low profile. 


o<x>oooooooo<x>ooo<x>oooooooo 


► There are five control points on this map. Grab three of them if 
you can for the win, or hold two capture points if you have the 
lead in victory points. 

► You can ride mounts 
on this map. Get into 
the fray more quickly 
on the Evil Team by 
jumping on a Warg and 
racing to the front line. 

► The bhire has great 
open terrain, but it's 
also lined with short 
fences. On the run, 
remember to hop these 


Aragorn and the Witch- 
king are the heavy 
melee bashers for their 
respective sides, bend 
them in to clear out 
capture areas or have 
them defend a much- 
needed flag. 

Both sides have 
excellent Mages: 

Gandalf for the Good Team, and baruman and the Mouth of 
bauron for the Evil Team. With the advantage leaning toward 
the Evil Team, they should rain down ranged fire whenever 
they near enemies, especially if they can surprise them from a 
distance. 

On the Evil Team, 

Wormtongue and 
Lurtz play the role 
of assassins. They 
might not be strong 
enough to destroy 
a whole group, but 
they can one-shot kill 
heroes, even a fully 
charged Aragorn. 


fences or they'll stop your momentum cold and enemies will 
catch you while you fumble to regain your stride. 

Water is deadly. It might appear as though you can cross the 
streams, but you can't. It will knock you out of the battle faster 
than a Lightning bolt to the nostril. 

The Evil Team can 
unlock the formidable 
Balrog. You might think 
the Balrog would feel 
out of place in the 
sunny bhire fields, 
ho such luck for the 
Good Team. The Balrog 
has even more room 
to maneuver than in 
Moria — and that means 

punishing attacks with its long reach and fiery breath. 


Teahi 

DEAtHiriAtCH 

1 

^ Good 'I'EAm 

Evil fEAm 

■ 

• Aragorti 

• LvRfZ 

■ 

• Frpdo 

• ITouTh of Sauror 

■ 

• Gardalf 

^ • SARymAR 


• GimLi 

• WiTGH-KJRG 

I 

• Legolas 

• WORmTORGVE 
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'W EATM ERTOI* 


Weathertop has been a infannous site for nnany Middle-earth battles, and it's about to beconne fannous for 
sonne nnore. There are four capture points in Conquest nnode, with the Cood Teann on one hill, the Evil 
Teann on another hill, and the Fields in the nniddle. Annon 501 stands atop the nnountain to the south, and 
whichever team holds that commands the battlefield from an imposing position. ..literally. 


^ Capture Point 
^ Good Capture Point 
^ Evil Capture Point 












Instant Action 


team r>eat:braatcb 


❖ toeatbeRtop J 




• As a Warrior, you will 
see a lot of action in 


conQuest 


oooooooooooooooooooooooooo 


• There are four control points on this nnap. If your teann can 
hold three of the four control points for a prolonged tinne, you'll 
win. Otherwise, you nnust defend two of the control points and 
earn nnore Kills than the opposing teann or already have the 
victory point lead. 

• Use the catapults; they 
can be very effective. 

• Archers and Mages can 
annbush fronn nnany 
of the hills and ledges 
across the nnap. Look 
for elevation if you plan 
on sniping enennies, 
especially fronn Amon 
501, which surveys the 
entire battlefield. 

• Teanns will probably first 
battle over the Tields. 

It's centrally located 
directly between the 
two home bases. It's 
important to hold this 
point, not only for 
victory points, but to 
serve as a staging 
ground for future 
respawns. By appearing 
that much closer to the enemy base, you have a distinct 
advantage. 

• however, you don't want to neglect Amon 501. You must send 
a concentrated force up the mountain to take the high point, 
and then hold it with a few key defenders positioned near the 
main path and along the outer ruins. The Helds has a tendency 
to swap back and forth, so whichever team holds Amon 501 will 
probably win. 

• The team that takes the center control point controls the 
Giants that spawn in this area. 

• The Good Team can 
unlock Aragorn in the 
fight for domination. 

With Aragorn, you 
can turn the tide in 
any of the Conquest 
areas. Aragorn can be 
particularly effective 
up on Amon 501 with 
his sweeping energy 
attacks and high health. 


• The Evil Team can 
unlock a MazgOI. The 
MazgOI is Aragorn's 
counterpart. Use the 
minion to take Amon 
501 with its special 
abilities, which should 
destroy normal classes 
one on one, or bring 
it in to boost the odds 
on one of the lower 
capture points. 


the Eields or on the 
ledges up to Amon 501. 
Whenever you see foes 
in an exposed position, 
build up momentum 
to a full run and level a 
shoulder (heavy Attack) 
on the nearest victim to 


send them flying. 

Attack en masse if you can. Teamwork wins Deathmatches 
because coordinating firepower on lesser forces will almost 
always inflict heavy damage and frequently wipe them out 
completely. 

As an Archer, you 
always seek a sniper 
point; however, don't 
stay hunkered down in 
that one spot for too 
long. Eventually, an 
invisible 5cout or some 
other enemy will be on 
your tail, and you want 
to keep one step ahead 
of them so they don't 
catch you unawares. 

Mages can be a dominant force if left unopposed around the 
capture points. To defend against them, especially when they 
have their 5hields up to prevent Archer fire, send a 5cout to 
slip inside the Mage's 5hield and go for the kill. Even if you 
miss a one-shot Backstab, you'll disrupt the Mage's 5hield with 
a hit and leave him open to counterattacks. 

When you move around as the Mage, charge your Lightning 
and hold it. That way you're always ready to unleash a blast on 
a crowd of enemies. 
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5o you want to score sonne points with your friends and earn sonne cred with Lord of 
the flings fans everywhere, huh? Who doesn't? Mo nnatter how sKiiied you are with 
the sword, how quicKiy you can draw a bowstring, how perfectiy you can arc a firebaii, 
or how speediiy you can execute sonneone fronn behind, you won't be considered a 
nnaster of this ganne untii you uncover aii its secrets. 


Mow nnany cool unlocks can you open? Chech the connplete list 
out here. You nnight Know there's an Achievennent or Trophy for 
connpleting each level 


II PERCENTAGES 

Category 

Rewards 

Percentage 

Cannpaign 

16 

40% 

Instant Action 

4 

20% 

Classes 

12 

20% 

heroes 

10 

10% 

Misc 

6 

10% 


in "War of the Ring" and 
"Rise of bauron," but 
did you Know there are 
also rewards for slaying 
an Oliphaunt, defeating 
Mazgul as Aragorn, and 
being snatched by a 
Tell Beast? 



■ 

ACHIEVEMENTS TROPHIES 




Name 

Description 

Category 

Trophy 

Type 

><box 

Points 

P53 

Points 

War of the Last 
Alliance 

Connplete the training level. 

Cannpaign 

Bronze 

B 

IB 

Battle of Meinn's Deep 

Connplete the Meinn's Deep level in the single-player "War of the 
Ring" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Conquer over Isengard 

Connplete the Isengard level in the single-player "War of the Ring" 
Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

The Mines of Moria 

Connplete the Mines of Moria level in the single-player "War of the 
Ring" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Biege of Minas Tirith 

Connplete the Minas Tirith level in the single-player "War of the 
Ring" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Battle of Pelennor 
Tields 

Connplete the Pelennor Eields level in the single-player "War of the 
Ring" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Assault on Osgiliath 

Connplete the Osgiliath level in the single-player "War of the Ring" 
Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Assault on Minas 
Morgul 

Connplete the Minas Morgul level in the single-player "War of the 
Ring" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

All's Well as Ends 
Better 

Connplete the "War of the Ring" Cannpaign 
(unlocks the "Rise of Bauron" Cannpaign). 

Cannpaign 

Cold 

BB 

90 

Assault on Mount 
Doonn 

Connplete the Mount Doonn level in the single-player "Rise of 
Bauron" Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 

Biege of Osgiliath 

Connplete the Osgiliath level in the single-player "Rise of Bauron" 
Cannpaign. 

Cannpaign 

Bronze 

2B 

IB 
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ACHIEVEMENTS fif TROPHIES (CONT.) 

Name 

Description 

Category 

Trophy 

Type 

><box 

Points 

P53 

Points 

Tall of Minas Tirith 

Connplete the Minas Tirith level in the single-player "Rise of 
Sauron" Cannpaign. 

Cannpaign 

Bronze 

2S 

IS 

Battle of Weathertop 

Connplete the Weathertop level in the single-player "Rise of 
Sauron" Cannpaign. 

Cannpaign 

Bronze 

2S 

IS 

Biege of Moria 

Connplete the Mines of Moria level in the single-player "Rise of 
Sauron" Cannpaign. 

Cannpaign 

Bronze 

2S 

IS 

Razing of Rivendell 

Connplete the Rivendell level in the single-player "Rise of Sauron" 
Cannpaign. 

Cannpaign 

Bronze 

2S 

IS 

The Land of Shadow 

Connplete the "Rise of Sauron" Cannpaign. 

Cannpaign 

Gold 

SS 

90 

Splintered Shields 

Kill 100 enennies in one life as the Warrior. 

Class 

Bronze 

IS 

IS 

Blade that Was Broken 

Score SO hits on the connbo counter as the Warrior. 

Class 

Bronze 

IS 

IS 

Bladennaster 

Kill 2S players as the Warrior in any ranked nnatch. 

Class 

Silver 

20 

30 

Eagle Eyes 

Get 2S headshot kills in one life as the Archer. 

Class 

Bronze 

IS 

IS 

Rain of Eire 

Kill 2S enennies in one life with the Archer's Eire Arrows. 

Class 

Bronze 

IS 

IS 

Marksnnan 

headshot kill 10 players as the Archer in any ranked nnatch. 

Class 

Silver 

20 

30 

A Knife in the Dark 

Use the Scout to Backstab 10 enennies in one life. 

Class 

Bronze 

IS 

15 

Eire and Slaughter 

Kill 2S enennies in one life with the Scout's bonnbs. 

Class 

Bronze 

IS 

15 

Assassin 

Backstab 10 players as the Scout in any ranked nnatch. 

Class 

Silver 

20 

30 

house of healing 

heal SO allies in one life as the Mage. 

Class 

Bronze 

IS 

IS 

Elanne of Arnor 

Kill 100 enennies in one life with the Mage's Eire Wall. 

Class 

Bronze 

IS 

15 

A Stornn is Conning 

Kill IS players with the Mage's Lightning in any ranked nnatch. 

Class 

Silver 

20 

30 

Stornn and the 
Lightning 

Score the nnost points on the winning teann in any ranked nnatch. 

Instant Action 

Silver 

SO 

30 

A Red Sun Rises 

Kill SO enennies in a ranked Teann Deathnnatch. 

Instant Action 

Silver 

SO 

30 

Rings of Power 

Capture three rings in a ranked Capture the Ring nnatch. 

Instant Action 

Silver 

SO 

30 

Ride to Ruin 

Capture 10 control points in a ranked Conquest nnatch. 

Instant Action 

Silver 

SO 

30 

Return of the King 

Defeat three hazgul as Aragorn in Minas Morgul 
("War of the Ring" Cannpaign). 

heroes 

Silver 

IS 

30 

You have My Axe 

Kill 20 enennies with Ginnii in any Teann Deathnnatch. 

heroes 

Silver 

IS 

30 

You have My Bow 

Kill 20 enennies with Legolas in any Teann Deathnnatch. 

heroes 

Silver 

IS 

30 

1 Will Take It 

Capture a Ring with Erodo in a ranked Capture the Ring nnatch. 

heroes 

Silver 

IS 

30 

You Shall hot Pass! 

Defeat the Balrog as Gandalf in the Mines of Moria 
("War of the Ring" Cannpaign). 

heroes 

Bronze 

IS 

15 

ho Living Man Ann 1 

Defeat the Witch-king as Eowyn in Pelennor Eields 
("War of the Ring" Cannpaign). 

heroes 

Bronze 

IS 

15 

Lord of Mordor 

Defeat Gandalf as Sauron in the Shire 
("Rise of Sauron" Cannpaign). 

heroes 

Bronze 

IS 

15 

Lord of the Mine Riders 

Kill 10 players in one life as the Witch-king in any ranked nnatch. 

heroes 

Silver 

IS 

30 

Never Toss a Dwarf 

Kill Ginnli as the Balrog in the Mines of Moria 
("Rise of Sauron" Cannpaign). 

heroes 

Bronze 

IS 

15 

The Way of Pain 

Defeat Aragorn as Sarunnan in Weathertop 
("Rise of Sauron" Cannpaign). 

heroes 

Bronze 

IS 

15 

Stupid hobbitses 

Kill SOO hobbits in the Shire in one playthrough 
("Rise of Sauron" Cannpaign). 

Misc 

Bronze 

10 

15 

Mithril Arnnor 

Connplete any cannpaign level without dying. 

Misc 

Bronze 

10 

15 

Eellowship of the Ring 

Connplete a cannpaign level cooperatively. 

Misc 

Bronze 

10 

15 

Unfriendly Skies 

Get picked up by a Eell Beast or Eagle. 

Misc 

Bronze 

10 

15 

That Still Only Counts 
as One 

Clinnb and kill an Oliphaunt. 

Misc 

Bronze 

10 

15 


atJ Btajjwyii 
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